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ARIA Worlds™ includes: 


World Creation: Innovative guidelines for the progressive cre- 
ation of original worlds. The creation process concentrates on 
the social origins, direction, and motivations of an en- 
vironment, and presents these considerations in 

a sensible linear fashion. 


Metadesign: All aspects of the Aria™ 
game are based on the original world 
designs of the players. Heritage, 
magic, religion, and persona creation 

all depend on the nature of the envi- 
ronment being used. Each group 
develops its own world-specific 

rules . 


..So you'd better make 1 Good 


ARIA Roleplaying™ includes: 


Mythmaking: Comprehensive models for world, environment, 
and society design allow players to actually ‘roleplay’ societies 
and cultures. Players assume direct roles in an 
environment's ongoing history, shaping it through 
interaction on a grand scale and giving it life 

through roleplaying. 


Playable Realism: All game systems are 
based on the environments created and 
stress a persona's individual relation- 
ship to his or her society. 
Roleplaying is empha- 
sized and resolution 

is quick. 


Awaken the Creator Within 


To Order Send Check or Money Order to: 


Last Unicorn Games 
P.O. Box H 
New Cumberland, PA 17070 


30 Day Money Back Guarantee 


ARIA Roleplaying™ — $25.95 (add $ 3.95 S/H) 
ARIA Worlds™ $25.95 (add $ 3.95 S/H) 


For Credit Card Orders call: 1- 800 - 275-4323 ARIA Core Set (both) $49.95 (add $ 5.95 S/H) 
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For more information call Last Unicorn Games 
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A Gamer's Nightmare 


awoke this morning in a cold sweat — 
J senna I sat up in my bed, the 

cookie crumbs cascading off the sheets 
as | tried to catch my breath. What a hor- 
rible nightmare! 

I had dreamed I was at a major gaming 
convention. I had been waiting all year to 
attend this event. Scarcely able to contain 
myself, | sought out a table where my 
favorite RPG was being ran. 

As I pulled up my chair and assembled 
my pencils and paper, the residing 
Gamemaster looked at his watch and cast 
an annoyed look my way. 

He handed me a stack of character 
sheets and told me to choose one. | 
thumbed through the pre-generated char- 
acters and then paused to scratch my 
head. I had my choice of a Cleric, a War- 
rior, and a Female Mage. 

“Is there a problem?” snapped the GM, 
his intonation persecuting me for appar- 
ently holding things up. 

“It’s just that I’m partial to thieves. 
You wouldn’t happen to have a thief I 
could run?” 

“Mr. Blackburn, you know that evil 
characters are against convention policy.” 

“Evil? Well, er, I play good thieves, ya 
know, like Robin Hood?” 

“Convention policy forbids characters 
who flagrantly disregard the law or figures 
of authority!” 

“Oh,” I replied, realizing I wasn’t in 
Kansas anymore. “Excuse me, but just 
what's this adventure about anyway?” 
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“Well, it centers around a great famine 
that is sweeping the kingdom. The play- 
ers must travel to the City States and per- 
suade them to provide food and supplies 
for their people.” 

I began to push my chair back from 
the table, anticipating my escape. 

“Oh, | see. But tell me, really, there’s 
an evil wizard behind the famine, right? 
And our party will have to bash a few 
heads to set things straight!” 

The Gamemaster slammed his pencil 
to the table in disgust. “Mr. Blackburn, 
have you even bothered to read the con- 
vention program?” 

I shook my head no. 

“Let me give you the highlights then! 
At this convention there are to be no 
adventures that require the use of force or 
violence in order for the players to suc- 
cessfully complete the adventure. There 











are to be no evil player-characters. Non 
player-characters involved with law 
enforcement or authority will be por- 
trayed in a favorable light...” 

“Now just a damn minute!” | interrupt- 
ed. “You mean I can’t run a Sheriff of 
Nottingham? Or a Robin Hood? I can’t 
even expect a climactic battle at the end 
where I hack my way to victory?” 

The GM stood proudly behind his 
screen and crossed his arms in defiance. 
“Not at my table you won't! This is a 
sanctioned game, mister!” 

1 woke up screaming. Thank God it 
was only a dream. It was, wasn’t it? 


Sy & Chodeh 


dolly R. Blackburn 
February 15, 1994 
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Greetings Dear Readers, 

Due to space considerations, some 
letters have been edited. 

The mail just doesn’t seem to stop. 
Oh dear, We read each and every letter, 
so even if it isn’t printed, your com- 
ments are welcome and your sugges- 
tions and constructive criticisms are 
thoughtfully considered. So keep the 
letters coming. Remember SHADIS is 
an interactive magazine — we want you, 
the reader, to be involved. 

Gameweaver 


Dear SHADIS, 

Okay, I'll admit it - I’d never even 
heard of SHADIS before GENCON. Upon 
arriving home, | perused my free copy and 
devoured it. I was truly impressed. 

And now I have Issue #10 in my hands 
and SHADIS is looking even better. While 
I, personally, have no interest in the 
miniatures or PBM sections, I found Clos- 
er Look and the in-depth reviews (Magic: 
the Gathering, Earthdawn) enlightening. 

No, this isn’t just an “atta-boy” letter. I 
am also writing to ask for your writers’ 
guidelines. Like virtually every other gamer 
out there, I've got some good ideas - some 
that might actually be publishable. 

In closing, thanks for a great mag. Keep 
up the good work, and stay independent! 

Darell Hardy 


While we are thrilled to get feedback 
such as yours, we are even more delight- 
ed at requests for our writers’ guidelines. 

Our new 1994 Writers’ and Artists’ 
Guidelines have just been released and 
are available for the asking. Just send a 
SASE and we’ll rush you a copy. 

As we have stated before, we are 
looking for new talent out there. We’ve 
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Our Readers Talk Back 


found that some of the best material 
comes from grass-root gamers scattered 
around the country. If you are sitting 
on an article, or if you feel you’ve 
found a way to enhance your gaming 
sessions, send it on in. 

In addition, we have increased our 
pay-rates to become more competitive 
in the industry and we want to see you 
in print. 

Gw 


Dear SHADIS, 

Bravo! I picked up SHADIS #10 and 
didn’t put it down. At first, | recognized 
the familiar gaming magazine format, but 
was surprised by the content immediately. 
I'm glad you are addressing as many com- 
panies and products as you can. | still like 
games and accessories from the popular 
major gaming companies, but enjoy the 
coverage of smaller game companies. 
Thanks for the change. 

Troy Cook 
East Point, GA 


Dear SHADIS, 

Loved the Brisco County, Jr. article. 
This is the type of stuff we need in an 
independent game magazine - more 
generic material that can be translated 
into game play. 

I wonder how Brisco and Dixie 
would look in the Shatterzone™ Uni- 
verse... (shudder). 

Again, I really enjoyed the whole issue. 

Ed Stark 
West End Games 


Dear SHADIS 
dust received Issue #11 and it looks 
great! You guys must be working your 





a’**s off. The mag’s production quality 
keeps getting better and better. The new 
logo looks great - is someone starting to 
play with Photoshop over there? 
I hope things continue to go well for 
you in '94 and we'll talk to you soon. 
Christin Scott Moore 
Last Unicorn Games 


The new SHADIS logo was designed 
by Kristy Keefe, using Adobe IIlustrator, 
and was based on the original hand- 
painted logo by George Vrbanic. 


Dear SHADIS, 

I just got my copy of SHADIS #11 and 
I am very impressed. The free 1994 cal- 
endar-poster was a very nice touch. Full- 
color even! 

I loved the Brisco article. Please do 
more television tie-ins. | noticed the season 
finale of Brisco dropped a bombshell! Will 
you consider updating the article for read- 
ers to reflect the new information revealed? 

Tina Danforth 
Bangor, MA 


Well, Tina, the Brisco writers defi- 
nitely ended the season with a bang. 
Readers should note that the character, 
John Bly, was revealed to be a time 
traveller from 600 years in the future. 

Apparently, Bly travelled back to 
1893, because it was the only time in 
history that all three orbs existed con- 
currently, providing the best opportuni- 
ty for him to get his hands on one. 

Bly also demonstrated some amazing 
hand-to-hand combat skills that GMs 
should take into account. 

Presently, we are working with sever- 
al television and movie studios on future 
articles. With new series like Tek War, 
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Mail Bag 


I WANT YOU 


To Experience the Adventure! 


Leo 


“A real gem of a game. One of 
the best systems I’ve ever seen..” 
Dragon Magazine 


Legend Quest is the fast-paced, 
role-playing game where characters 
are your creation, and their fate is 
in your hands. Characters are point- 
based with no classes or restric- 
tions, allowing your imagination to 
run wild. One percentile system 
handles combat, magic, and men- 
talism, giving you more time for 
role-playing without loading you 
down with charts and rules. With 
only one rulebook, LQ is easy to 
learn, and contains the most dynam- 
ic rules ever created. 


Ask for us at your favorite game 
store or send $15 (plus $3 S&H) to: 


Board Enterprises 
P.O. Box 239 
Elmhurst, IL 60126 
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Babylon 5, and Robocop, as well as cur- 

rent hits like The X Files and Viper, there 

should be no shortage of shows to cover. 
G 


Dear SHADIS, 

I have a question about the time travel 
article, Just A Matter of Time, by Jolly 
Blackburn. I found it immensely entertain- 
ing and can’t wait for the conclusion of 
the article. 

I will definitely be running a time travel 
campaign. Here’s my question: Can a 
time traveller go into the past and shake 
hands with himself? 

Shawn Merriam 
Norco, CA 


What was that a trick question? I'll 
just have to refer you to the second 
installment of Jolly’s article. 

Gw 


Dear SHADIS, 

I held my copy of SHADIS over a can- 
dle and it burst into flames. According to 
your answer to a letter in Issue #10, that 
wasn’t supposed to happen due to a mag- 
ical aura surrounding SHADIS. 

Will you replace my copy of SHADIS? 

Brian Elmhurst 
Strawtown, IN 


What? Are you an idiot or some- 
thing? We should have mentioned that 
you have to soak your copy of SHADIS 
in water first. The water allows the 
magical aura to grow, thus protecting 
the magazine. 

GW 


Dear SHADIS, 

Good show! The magazine is really 
looking good. The typos are all but dead 
and the layout in general is looking very 
polished. SHADIS must be doing very well 
and going places. I loved the expanded 
industry news. (What? No juicy gossip?) 

You've really got my attention. I keep 
wondering what you'll come up with next. 
Keep up the good work. 

Mike Henson 


Lake Geneva, WI 


Dear SHADIS, 

Can it possibly be true? Is it a cruel 
hoax? Finieous Fingers is alive and 
well? First you revive Joe Genero from 








the grave, now this? Bless you. One 

problem though - how are you going to 
top this one? 

Lisa Bradley 

Stone Mountain, GA 


Yes, Finieous is back. Jason Holm- 
gren will be applying his skills to J.D. 
Webster’s classic strip. 

Gw 


Dear SHADIS, 

I just discovered your magazine at a 
local newsstand. I have always been curi- 
ous about role-playing games, but have 
never had an opportunity to play one. 

I'm not a big fan of sword and sorcery 
and | have always thought that’s what 
role-playing was all about. How surprised 
I was to learn that there are RPGs based 
on the American Old West, Cyber-Cul- 
ture, and other genres! 

Your magazine has finally made me 
take the plunge. The problem is, I’m at a 
loss on where to begin. Are there any 
games you can recommend to a begin- 
ner? I’m quite sure there are other read- 
ers out there in my situation who would 
enjoy a beginner’s look at the RPG scene. 

Thank you for your help and good luck 
on your wonderful publication. 

Frank Norrell 
Newport Beach, CA 


Indeed, you are not alone Frank. We 
have received quite a few letters like 
yours since SHADIS expanded its distri- 
bution from game and comic book 
stores to general newsstands. 

In this issue you will find Michael 
Halse’s introductory article to role-play- 
ing games. That would be a good start. 
Since every gamer has his or her own 
unique tastes, it would be hard for me 
to tell you which system to shell out 
your money on. Since you are a begin- 
ner, you might want to visit your local 
game store on the weekend where you 
will probably find gamers playing vari- 
ous systems. Gamers love to share their 
hobby with others. 

I would also recommend you ask 
your game store clerk about any local 
gaming conventions coming to your 
area. Conventions give you a chance to 
sit in on dozens of different games. 
Good luck on your quest and enjoy! 

Gwa 
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IMMORTALIZE YOUR LEGENDS! 


Together we can create 
the original work of art 
that will bring your character to life. 


8.5x11 or 14x17 
Color or B&W 


Look for our work in SHADIS! 


Also Available: 
Buttons ¢ T-shirts ¢ Mugs ¢ Dice Bays 


INFINITE IMAGES 


PO BOX 528 NEW ALEXANDRIA PA 15670 


FOR AN INFORMATIVE PAMPHLET, SEND TWO STAMPS. 





. TAKE A WALK ON THE WILD SIDE! 


CHOOSE FROM THREE EXCITING GAME LINES 





TM 


WORLD WRESTLING FEDERATION? 


WHIT PUBLICATIONS, INC. / P.O. Box 1397 / Murray, KY 42071 / CALL: 1-800-426-3993 


@® Registered Traemark of TtanSponts, Inc.All ights reserved. Ralph Bakshi's Wizards isa trademark of Bakshi Productions, Ine. Mutazoise andthe Whit Logo ae trademarks of Whit Publications, Inc. All ights reserved 








By 
Michael Halse 


ou overhear a group of people sit- 
y ting at a large table. From what 

you overhear, they are having a 
great time rehearsing roles for their 
upcoming play. As you approach the 
group, you don’t recognize these drama 
majors. They all have a piece of paper and 
dice in front of them. One of these people 
has a cardboard partition on the table in 
front of her and she has sheets of paper 
behind it. Okay, so these people aren't 
drama majors, but they appear to be tak- 
ing on the roles of characters in a story. 
You get up the nerve to ask them what 
they are doing and they tell you that they 
are playing a role-playing game. They ask 
if you'd like to play for a while and you 
say, “Sure.” They offer you a place to sit 
and give you a piece of paper. Your paper 
has a character name, an illustration of a 
character, and a bunch of cryptic three let- 
ter codes with numbers by them. You've 
just started your first RPG session. 

RPGs, or role-playing games, are a 
form of game unlike any other you've 
played before. In role-playing games, 
each player takes the role of characters in 
an imaginary world and one of the play- 
ers describes the events and people they 
meet. The object of RPGs is not to win or 
lose, but to have fun exploring the roles 
of characters in an imaginary world. 
Think of role-playing as actors taking the 
roles of characters with descriptions of 
their characters’ personalities and abilities 
rather than a set script to follow. The 
GM, or Gamemaster, is the person that 
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describes the setting, events, and people 
the characters encounter. 


“If the players of RPGs are 
acting, what are the numbers 
on their character sheets?” 


Good question. The numbers on char- 
acter sheets tell you your characters’ 
Toughness, Quickness, Agility, Intelli- 
gence, or Charisma. For instance, the 
letters “STR” on your character sheet 
are an abbreviation for the word 
“strength.” In most cases, the higher the 
number next to the ability or skill, the bet- 
ter you are at using that ability or skill 
You'll also use these numbers to test your 
characters’ skills and abilities during 
stressful situations. 


“So that’s what the dice 
are for?” 


Right. Your Gamemaster might ask 
you to roll d20, 3d6, or d10+2 and com- 
pare it with your strength to see if your 
character could lift the large rock that has 
pinned another person's character. 


“Hold on a second, what do 
d20, 3d6, and d10+2 mean?” 


“D” is an abbreviation for die or dice. 
The number following the “d” tells you 
what type of dice to roll. So d20 means 
roll a twenty-sided die and d6 means roll 
a six-sided die. If there is a number in 
front of the “d” this tells you to roll multi- 
ple dice. 3d6 tells you to roll three six- 
sided dice. If there is a “+” or “~" behind 
the type of die needed, add or subtract 
the number following the plus or minus 
from the die roll. If I ask you to roll 
d10+2, what I am asking you to do is to 
roll a ten-sided die and add two to the 
result of the roll. There is one last die roll 
type a GM might ask you to roll. Your 
GM might ask you to roll d100. While 








there are 100-sided dice, your GM is 
probably thinking of another type of roll. 
A d100 roll often means to roll two ten- 
sided dice with one as the tens digit and 
the other as the ones digit. If you roll your 
two ten-sided dice and one of them 
comes up nine and the other comes up 
five, you have rolled a ninety-five. 


“The dice terminol seems 
simple enough now. What do 
Class and Race mean on my 
character sheet?” 


Since game worlds are only limited by 
our imaginations, other intelligent life live 
on these worlds. Race most closely means 
species. Three races often found in fanta- 
sy role-playing games are Elves, Dwarves, 
and Humans. Some games use class to 
simplify and speed up character creation. 
Classes group sets of skills together, so 
when you pick a class, you pick a set of 
skills with which you want your character 
to excel. Think of a medieval knight; 
jousting, heraldry, swordplay, and eti- 
quette might be the group of skills a 
“knight” class would have. A “magician” 
class might be very good at casting spells, 
book knowledge, and ancient languages. 
Some games don’t have set classes, but 
rather let players choose each and every 
skill their character knows. You might 
also see the term “Level” on your charac- 
ter sheet. This is an indicator of how your 
characters’ skills compare to other char- 
acters. Higher level characters are more 
experienced than lower level characters. 


“What do Armor Class, Hit 
Points, and Damage mean?” 
Saving imaginary worlds from the 
oppression of hostile forces has its price. 
Occasionally, your characters will have to 
pit themselves in combat with these 
forces. RPGs contain mechanics to deter- 
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mine what occurs during fights. Your 
characters’ armor class tells you how 
good the armor they wear protects them 
from damage. Damage probably means 
how much damage your weapon will do 
to others if your attack is successful. Hit 
Points is a way of keeping track of your 
characters well being. As long as the 
number of Hit Points your characters 
have remains high, then your characters 
are healthy. If your characters Hit Points 
drop drastically (a large boulder hitting 
your characters in the noggin, for 
instance), then your characters are hurt 
and should act cautiously and seek med- 
ical attention. The terms Armor Class, Hit 
Points, and Damage differ from RPG to 
RPG but their use is similar in all RPGs. 


“I think I understand the char- 
acter sheet a bit better. Tell me 
more about what kinds of roles 
I can play.” 

It depends on the role-playing game. 
Some games focus on medieval settings 
with mystical creatures and magic wielding 
mages. Games that would fall into this 
genre include Ars Magica, Dungeons and 
Dragons, Earthdawn, Middle Earth, and 
Talislanta. Fantasy role-playing games 
focus on this setting. I’ve mentioned a 
small sampling of the number of fantasy 
RPGs. Fantasy role-playing games are the 
most common type of role-playing game. 
Other genres of RPG include, science fic- 
tion (BattleTech, Traveller), near future 
(Cyberpunk, Shadowrun, Underground), 
spy (Mercenaries Spies and Private Eyes, 
Top Secret), superhero (Champions, DC 
Heroes), horror (Call of Cthulhu, Vam- 
pire), and there are many more! Within 
each rule framework, you or your GM can 
create unique characters. 


“I want to play! Where do I get 
these games and where can 
find people to play them?” 

There are now specialty stores that sell 
role-playing games and products. Look in 
your phone book or in the pages of 
SHADIS for such stores. Some hobby 
shops also sell RPGs and accessories. 
Even mass market bookstore chains sell 
RPGs, but their selection is more limited 
than what you would find at a game store 
or hobby shop. High schools and colleges 
across the country have role-playing clubs 
that are great places to find people to 
game with. Ask someone at the place 
where you purchase role-playing games if 
they know of any of these clubs. 0 
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Role-Playing Games 


Pass Through Our Gate. . . 


HINGOOMS, OF KALAMAR 
an Exciting Fantasy World 


coming soon from 


KENZER & COMPAN 
8926 N. Greenwood Ave., Suite 188, Niles, IL 60714 





Quit Whining And 


Pick dp Your sword” 


oun And storm” 


The + Dark ¢ Fantasy ¢ Role-Playing + Game 


IN AN EMBATTLED UNIVERSE, SPACE IS A SEA OF STORMS, STARS ARE 
MOTES OF SUN, AND WORLDS ARE TERRARIUMS FOR IMMORTAL WYRMS. 
IN TH WORLDS, MAGIC BREEDS TECHNOLOGY, 

AND HUMANITY STRUGGLES TO SURVIVE AGAINST OVERWHELMING ODDS. 


Storm Press 
P.O. Box 266 
Arlington Heights, IL 
60006-0266 U.S.A. 
voice/fax 708*394*0269 


Adventure in a world of the living and the dead. Take the role of a gritty, stoic hero driven 
to survive in the face of overwhelming odds and a relentless foe. Survive by your wits, engage 
in bone-crushing combat or use the power of magic to produce the trappings of technology. 


Sun And Storm features easy to use, flexible, skill based mechanics which emphasize 
imaginative role-playing with satisfying results. Read through illuminating play examples. 
Browse through an abridged history of the campaign universe. Learn to play with our step-by- 
step instructions. 


Sun And Stormis a role-playing game for two or more players ages 12 and up. Ask your 
favorite hobby retailer for the following Sun And Storm products: 


The Enchiridion | The Codex + The Terminus 
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ost RPGs are combat oriented, 
M or at least combat inclusive. 
Almost without exception, how- 
ever, their rules are for tactical contests - 
one-on-one, or five-on-ten. Any battle 
with more than twenty combatants is 
going to get seriously bogged down. 
Nonetheless, many plot lines could 
develop where the characters become 
generals, lords, admirals or other leaders 
of fighting groups. In these circum- 
stances, a sword-on-sword resolution is 
impossibly cumbersome, but the mechan- 
ics just don’t exist to resolve a combat. 
One solution is to graft a wargame 
onto an RPG - modifying the rules of 
Warhammer 20,000 or even Risk to suit 
it to Ars Magica or AD&D. The problem 







STAR 
OF BATTLES 


A Mapless System for Mass Combat 


by 
Greg Stolze 


with this is that the systems weren’t 
designed to fit together, and most people 
have enough trouble keeping track of 
one rulebook full of graphs and charts. 
Furthermore, it’s expensive to buy a 
wargame solely to add on to your RPG. 
Finally, most RPG players would be play- 
ing wargames if they preferred them. (As 
many do.) 

The solution to this problem is a sim- 
ple, mapless system that realistically simu- 
lates mass combat. It allows for some 
strategic control, while not getting bogged 
down by forcing the player to make every 
single tactical decision. It’s complicated 
enough to be interesting, but simple 
enough that it’s not frustrating. 






Basic Assumptions 


In every mass combat, from the Stone 
Age to the Nuclear Age to the Age of 
Enchantment, there are three basic types 
of warrior, called “Divisions.” 

Missile Troops. From the medieval 
archer to the artilleryman, the job of this 
Division is to deal damage from a distance. 

Armored Troops. In medieval times, 
this is the knight on horseback. In mod- 
em wars, it represents tanks and aircraft. 
Essentially, these are troops who have 
greater protection, armament and/or 
mobility through artificial means. 

Infantry. Always the backbone of an 
army, these are the doughboys, footsol- 
diers and dog-faces. Less mobile, less 
deadly, less protected, they're nonethe- 
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less the Division needed to actually storm 
buildings and occupy territory. 


The Star of Battles 


There are five aspects that contribute 
to victory — the five Elements on the Star 
of Battles. They are all equal in impor- 
tance, and whichever side gets the most 
Elements in the five categories does dam- 
age and wins the battle. The five Elements 
are Generalship, Numbers, Skill, Power 
and Position. 


The Five Elements 


Generalship 





Note that no general can win any Ele- 
ment by more than ten points. If they get 
more than that, it defaults down to ten in 
that category. 


Overview of Combat 


Using this system, combat proceeds in 
“iteration.” The steps that follow are per- 
formed for each iteration. 


1) Troops are mustered, counted 
and deployed. Each player counts 
how many troops are engaged, and 
what Division they belong to. 


2) The plan of battle is declared. 
Each player writes down what the tac- 
tical agendas are for each Division. 
Dramatic speeches by the leaders 
(“This is our finest hour...,” “He who 
sheds his blood with me today shall be 
my brother...,” etc.) are encouraged, 
but are not necessary. 


3) The first Element of the star is 
Generalship — how does the skill of the 
two commanders compare? The two 
leaders describe their basic plans. 
Defense goes first, but may ask the 
attacker to leave the room so that the 
attacker doesn’t have an unfair advan- 


tage. (Any tactical intelligence must be 
gained through gaming, not listening in.) 

4) The second Element is Numbers - 
who has more troops? 

5) The third Element is Skill - whose 
troops are better trained, better orga- 
nized and tougher? 

6) The fourth Element is Power, be it 
technological or magical. An army of 
pygmies with sticks is going to be help- 
less against giants or tanks. 

7) The final Element is Position. This 
could include wind favoring one group 
of archers, one side having an uphill 
charge, or possession of a fortress. 

8) The Elements won by each general 
are compared. The victor of the itera- 
tion is declared. Damage is calculated. 


A Brief Word on Time 


The amount of time taken by an itera- 
tion varies widely. In a combat of thirty 
on sixty, it may only take five or ten min- 
utes for an iteration to pass. If it’s 
medieval armies of 5,000 on a side, it 
might take all day. 


Step By Step Explanation 

1) Counting Troops. This system is 
arranged to be used for any number of 
troops from thirty to 30,000 or more. 
Once the troops have been counted, the 
numbers of troops are broken into round 
numbers. Take the lowest number of 
troops in one Division from either side, be 
they Infantry, Armor or Missile. Look at 
the number in the largest place (that is, 
the single digit on the far left of the num- 
ber.) If it’s 56,421, the number is 6. If it’s 
32, the number is 3. If it's 821,455, the 
number is 8. Round all the numbers 
right of this digit off to 0. So 56,421 
becomes 60,000, 32 becomes 30, 
821,455 becomes 800,000. Now round 
off all the other numbers so that they have 
the same number of zeros at the end. 

Example. Roland the Bold amasses 
44 knights, 63 archers and 155 infantry- 
men to storm Castle Syrah, guarded by 
32 knights, 81 archers and 134 infantry- 
men. The numbers get rounded thus: 


Roland Syrah 

44A=40A 32A=30A 
63M =60M 81M=80M 
1551 = 1601 1341 = 1301 


Next, the groups of fighters are given 
average ratings from 1 to 10. 1 indicates 
a rank beginner — in Infantry, it’s some- 





one picked up by the side of the road and 
handed a sword/bow/blaster. Cannonfod- 
der, to be blunt. For Armor and Missile, 
it’s someone who has a basic idea of how 
to use their equipment, but has never 
been in battle before. A 10, on the other 
hand, indicates a John Wayne-style 
Infantryman, a Launcelot level knight or a 
William Tell archer. 5 is the level of an 
average combatant. 

Note that these ratings are for their 
skill with their given weapon. A Roman 
legionnaire may not be as deadly as a 
Vietnam vet with a flamethrower, but 
may be the better soldier in every way 
except the tech of his weapon. 

Example. Roland’s knights are bold 
and true, but his archers are a mercenary 
band, only in it for the money. Their 
infantry got pretty chewed up in a previous 
battle, so they've “drafted” some farm 
workers from local villages. Their infantry 
still has some seasoned fighters, but aver- 
ages out at only 3. The archers are at rank 
5, and his redoubtable knights rate a 7. 

Syrah, on the other hand, has compe- 
tent archers, but wasn’t really that great a 
judge of knights and footsoldiers. Her 
archers are ranked 5, but her other war- 
riors are only 4. 


Roland Syrah 

40 Aat7 30 Aat4 
60 Mat5 80 Mat5 
160 lat 3 130] at 4 


2) The Combat Agenda. Each gen- 
eral decides where he or she wants to 
hurt the enemy most. Essentially, they 
give each Division a list of enemy units in 
descending order of importance. This list 
can be long and repeat itself, as will be 
seen in the following example. 

Example. Roland decides that Syrah’s 
Missile troops are the most dangerous to 
him, and orders his Armored knights to 
attack them first, then her Armor, then 
her Infantry. He also orders his Missile 
Division to concentrate first on her Mis- 
siles, then on her Infantry (to prevent 
them from encircling), and finally, on 
Armor. His Infantry is told to concentrate 
on her Armor, where their numbers 
should mitigate superior weapons, then 
on her Infantry, and finally, on her Missile 
troops. His battle agenda looks like this: 


Armor: M, A, I 

Missile: M, I, A 

Infantry: A, I, M 

Syrah, on the other hand, realizes that 
Roland’s Armor is his greatest advantage, 
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and that it’s in her best interest to main- 
tain superiority in Missiles. She sets her 
agenda as follows: 


Armor: A, M, A, M, I 
Missile: M, M, A, M, I 
Infantry: A, M, I 


Her reason for setting up five steps 
of agenda instead of three (or only one, 
for that matter) is that if she wins, it 
pinpoints the damage done to Roland 
more precisely. 


3) The Plan of Battle. The first Ele- 
ment of the star is also the easiest. All it 
is, is a comparison of the relevant skills of 
the leaders. In Amber it might be the 
Warfare skill. In AD&D it might be Level 
(for a fighter) or Intelligence. The lower 
number is deducted from the higher, and 
the resultant number is this Element's 
total towards victory. 

Example. Roland scouts out Castle 
Syrah and decides his best bet is to sur- 
round it and force the defenders to spread 
themselves evenly on all sides. He can 
then keep his reserve troops ready for a 
concentrated attack on only one side. He 
settles on a dawn attack on the east gate. 
The north, south and west sides will each 
be harassed by six knights, ten missile 
troops and twenty infantry, while twenty- 
six knights, thirty-three archers and nine- 
ty-five footmen attack from the east. 

Syrah, on the other hand, decides that 
her best interests are served by firing down 
the walls as the knights charge (telling her 
archers to aim for the horses’ flanks), while 
she uses sorcery to conjure rain on her 
attackers. She figures this will slow down 
the horses, erode morale, and interfere 
with the attacks of their archers. She can 
then keep the rest of her magic to heal 
the injured. 

Roland is a 10th level fighter, with an 
Intelligence of 9, while Syrah is a 5th 
level sorcerer with an Intelligence score of 
14. Roland's player can choose which of 
the traits to use, and naturally chooses 
experience. Syrah can only use her Intelli- 
gence, since she didn’t learn much about 
tactics in sorcerer school. Nonetheless, 
her native wit indicates that she read the 
situation better, and formulated a more 
sound battle plan. She wins this Element 
by 4 (Intelligence 14 - Fighter level 10). 


4) Numerical Advantage. The sec- 
ond Element of the star is decided frac- 
tionally, instead of by subtraction. This is 
because a fight of 60,000 against 20,000 
is going to have the same proportion of 
carnage as a fight of 60 on 20. 


Table 1 


Tech 


Magic 





Bones & rocks 


Crossed fingers 





Bronze weapons & slings 


Good luck charms 





Steel weapons & bows 


Weather influence (cloudy to rain, 
rain to storm, etc.) 





Rifles, combustion engines 


Magic healing, potent illusions 





Machine guns 


Total weather control 





WWII tanks 


Giants in the infantry 





Heavy artillery 


Dragons in the cavalry 





Nuclear tanks and gauss guns 


Localized earthquakes 





Nukes and particle beams 


Great floods or volcanoes 





Anti-matter bombs 








An equal number of zeros are dropped 
off the numbers of troops, each side’s 
totals are added together, and the higher 
number is deducted from the lower. 

Example. Roland has 4+6+16 for a 
total of 26. Syrah has 3+8+13 = 24. 
Therefore, Roland wins this Element by 
2 (26-24). 


5) Skill Advantage. This third Ele- 
ment is decided much like the second. 
However, the number of troops is not 
included in this Element, just as the Skill 
was not included in the second. 

Example. The Skill levels of Roland's 
troops are 7 Armor, 5 Missile, 3 Infantry. 
The levels for Syrah are 4 Armor, 5 Mis- 
sile, 4 Infantry. Roland has a clear advan- 
tage, 15 to 13. He wins this Element 
by 2. 


6) Power Advantage. The fourth 
Element can be judged by a GM from the 
tules of whatever RPG is being used, by 
evaluating Power of technological equip- 
ment, comparing levels of wizardry on 
both sides, or by consulting Table 1. 

Example. Both troops have the same 
Tech level (3), but since Syrah is a 5th 
level sorcerer, she wins this Element 
by 4. If Roland had been able to hire a 
powerful spell caster instead of a bunch 


Dimensional shredding (Something 
like Amber's powers from 
Advanced Pattern.) 





of finger crossers, he could have mitigat- 
ed or reversed her advantage. 


7) Terrain Advantage. This can be 
judged by a GM again, or Table 2 can be 
used as a guideline. 

Example. Roland has been able to 
surround Castle Syrah, forcing his enemy 
to be prepared from all sides, while he 
can pick which side to concentrate a sur- 
prise attack on. Nonetheless, his attackers 
are going to have to get across the moat 
somehow, then either batter down the 
gate or breech or scale a wall. Surround- 
ing gives him a 4, but the castle gives 
Syrah a 7. He chooses to attack at dawn 
from the east, giving him another 2. Still, 
Syrah wins this Element by 1. 


8) Victory and Damage. Comparing 
the Elements, Syrah has won Leadership, 
Position and Power by a total of 9, while 
Roland has Numbers and Skill by 4. There- 
fore, Syrah wins by 5 - a decisive victory. 

For each point in the combined Ele- 
ments the victor wins by, their troops do 
damage according to their battle agenda. 
Each Division kills, captures, scares off or 
incapacitates 5% of the enemy’s troops 
with each point, and each point moves 
the victorious troops down one step on 
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Advantage 





Cornered and desperate for survival. 





Sun is in the enemy’s eyes. Wind favors your archers. 





The enemy is backed against a river, or you’re entrenched on a hilltop. 





You've flanked or surrounded the enemy, or your Missile troops are 
somewhere their Armor can’t go (archers in forest, for example.) 





You're inside a fortified town. 





You're on top of a steep hill. 


Enemy lacks a Division you have (Armor, Missile or Infantry). 








how wound up in the desert). 


You're inside a castle or fortress. 


You're in control of a narrow pass your enemy must go through. 


You're completely familiar with an environment that’s alien to your foe 
(for example, you're an Egyptian fighting a group of Vikings who some- 





kick in after several days.) 





their battle agenda. Once they reach the 
bottom, they start again. 

This does not necessarily mean that 
the Division in question did all that dam- 
age; just that the damage wouldn’t have 
been done without that Division. 

Example. In a combat where the vic- 
tor side has a single knight, that knight 
still does 5% damage to the enemy. This 
doesn’t mean that the knight killed 5% of 
the enemy's Division single-handedly. 
Perhaps his skill and mobility helped his 
side’s Infantry to coordinate better, or his 
power started a panic in the enemy. 

Note that the 5% is only calculated 
once; it’s not refigured once per point. 

When it comes time to go through the 
points for damage at the end, the defend- 
er’s fourth point (for example) doesn’t nec- 
essarily take place at the same time as the 
attacker's fourth, or even third. (This 
explains how an attacking knight can kill 
someone in their fourth point, but be killed 
by defenders in the defenders’ third point.) 

In case of a tie, both sides randomly 
determine a number from 1 to 4. The 
defender’s number indicates the percent- 
age of damage that each side does per 
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You're controlling all fresh water to a trapped enemy. (This may only 





step to the other. The attacker's number 
indicates the number of steps. 

Example. Syrah launches an attack 
with the following agenda: 


Armor: A, M, A, M, I 
Missile: M, M, A, M, I 
Infantry: A, M, I 


Therefore, her Armor kills or captures 
two of Roland’s knights with the first 
point, her Missile troops take out three of 
his archers, and her Infantry takes out 
another two of his Armor. On the second 
point, her Armor takes out three more of 
his archers, as do both the Missile troops 
and the Infantry. On the third point, four 
more of his Armored troops fall to her 
Armor and Missile troops, and eight foot- 
men are killed by her Infantry. On the 
fourth point, her armor takes out three 
more archers, as do her own Missile 
troops, while the Infantry starts again at 
the top of their agenda and overpowers 
two more knights. On the fifth and 
final point, Armor and Missile troops take 
out a total of sixteen of his footmen, 
while her Infantry kills three more of his 
Missile troops. 





Out of an original force of 44 A, 
63 M, 155 I, Roland has dropped to 
34 A, 42 M, and 131 of his under- 
trained Infantry. 

Roland does damage as well, however. 
Since he lost, he can’t do as much as the 
winner, but he might be able to narrow 
the gap. A random number from 1 to 4 is 
selected, and that number represents her 
percentage losses for each step. Roland 
gets 2% payback, and now goes through 
his own battle agenda five times. (Note: 
The defender will always kill at least one 
combatant per step, no matter how low 
the percentage turns out.) 


Armor: M, A, I 
Missile: M, I, A 
Infantry: A, I, M 


On the first point, his Armor manages 
to kill two of her archers, as do his missile 
troops, while one of her ill-trained knights 
falls prey to his Infantry. On the second 
point, another of her knights is slain by 
Armor, while a total of six footmen are 
killed by Missile and Infantry. On the third 
point, three more footmen are incapaci- 
tated, two more archers and one more 
knight. The fourth and fifth points are 
identical to the first and second, 

Syrah's losses from 32 A, 81 M, 1341 
leave her with 27 A, 71 M, and 1191. 

If Roland refuses to call off his attack, 
a second iteration of all the steps occurs. 
The troops now round off to: Roland 30 
A, 40 M, and 130 1; Syrah 30 A, 70 M 
and 120 I. Roland doesn't have a chance, 
having lost even his numerical advantage. 
That Element now belongs to Syrah, who 
would win it by 2 points. 


Sample Combats 


Peasant Revolt. Led by a group of 
dissatisfied hunters, a group of peasants 
takes up arms against the Mayor of their 
town. The Mayor calls in his own troops 
to put down the rebel rabble. 


1) The Troops Are Mustered. The 
rebels have twenty skilled Missile troops 
and a massive army of 1,311 peasant 
Infantry, but no Armor. The Mayor has a 
force of twelve crossbowmen, 210 con- 
stables, and calls in the assistance of six 
neighboring knights. Since there are only 
six knights, the forces don't get rounded 
off at all, and shape up like this: 


Rebels Mayor 

20Mat5 6AatS 

13111 at 2 12Mat6 
2101at5 
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2) Battle Agendas. The rebels decide 
that if they can wipe out the knights, their 
victory is practically certain. The cross- 
bowmen are a secondary target, since mis- 
sile fire is the most likely thing to slow 
down a charging mass of Infantry. The 
rebel agenda is: 


Missile: A, A, M, I 
Infantry: A, M, 1, A 


The Mayor figures that if the serfs see 
the knights slaughtering them, they'll be 
disheartened. To spare the constables the 
difficulty of fighting their neighbors, he 
sends them out against the hunters. 


Armor: I, I, M 
Missile: I, M 
Infantry: M 


3) Battle Plans. The rebels, led by 
Clever John the Hunter, decide to send 
the mass of peasants on a rampage 
through town, killing everyone who gets 
in their way but making sure to charge 
any knights they see. Meanwhile, ten of 
the hunters will try to ambush the knights 
on their way to the battle, while the other 
ten stay in town to try to suppress the 
Mayor’s crossbowmen. 

The Mayor splits his crossbowmen into 
three squads of four and sends them out 
to snipe at any clots of peasants they see 
with weapons, then flee in a guerrilla 
fashion. The constables are to search the 
town from end to end, looking for the 
hunters, while the knights are to ren- 
dezvous outside of town, ride straight in, 
and kill everyone they meet. 

John is a man of average intellect, as 
is the Mayor. Their wits are so evenly 
matched, that no one gains a significant 
advantage in the Element of Generalship. 


4) Numbers. Clearly the rebels have 
a vast edge here. They win this Element 
by 1,103, which (sadly for them) defaults 
to 10. 


5) Skill. This Element goes to the 
Mayor, who wins it by 9. 


6) Power. This Element is equal on 
both sides. No advantage. 


7) Position. In a guerrilla battle with 
house-to-house fighting, there’s really no 
positional advantage as such. However, 
since the Mayor has Armor while the 
peasants have none, he wins this Element 
by 5. 
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8) Victory and Damage. The Mayor 
wins two Elements for a total of 14, while 
the Rebels get one Element for 10. Dam- 
age commences. 

On the first point, the Mayor’s mount- 
ed Armor manages to slay or rout sixty- 
five peasants. The Missile troops do a 
like amount, with more damage coming 
from fleeing peasants trampling each 
other. His Infantry of constables track 
down one hunter and kill him as well. On 
the second point, the knights continue 
their horrendous slaughter, killing or 
maiming another sixty-five peasants. The 
Missile troops get into a crossfire with 
the hunters and kill one hunter. The 
Infantry finds another one as well. On the 
third point, the knights manage to drive a 
herd of fleeing peasants over one of the 
hunters, and another sixty-five rebels die 
from trampling and crossbow crossfire. 
The Infantry relentlessly tracks down 
another hunter. On the fourth and final 
point, the knights continue their slaughter 
of peasants, and the Missile troops and 
Infantry do in two more hunters. 

The rebellion looses 325 to fear, death 
or injury, and seven hunters die. They're 


A\Vayel lm ove 
Rather 
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reduced to thirteen hunters, but still have 
a formidable 986 farmers willing to fight. 
They get a 4% on their payback roll, 
and the damage begins to go both ways. 
On the first point, the hunters bring 
down a knight, as do the angry peasants. 
On the second point, another knight is 
shot, and a crossbowman is overrun as 
well. On the third point, one of the 
Mayor's Missile troops is overcome by the 
serf Infantry, and eight constables are 
killed. On the fourth and final point, eight 
more of the Mayor's Infantry are over- 
come (this time by the hunters) while yet 
another knight falls prey to the peasants, 
From 6 A, 12 M, and 210 |, the 
Mayor's forces are down to 2 A, 10 M and 
194 I. The Mayor won this iteration. Next 
iteration (if the peasants don’t lose their 
nerve), the Elements will remain the same. 
The rebels might change their agenda to: 


Missiles: A, 1, M 
Infantry: A, M, I 


And the Mayor changes his to: 


Armor: I, I, 1, M 
Missiles: I, 1, M, M 
Infantry: M 


HIGH-TECH / HIGH-FANTASY ROLE PLAYING 
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The Mayor wins by 4 points again. 5% 
of 986 is 49. This means that the knights 
kill off 147 peasants, and the Missile 
troops another ninety-eight. Four more 
hunters fall as well. The peasant payback 
is a measly 1%, but since they get at least 
one casualty per point it doesn’t matter. 
Both the knights die on the first point. 
Two constables and a crossbowman die 
on the second, and the third point is just 
the same. By the fourth point, there are 
no knights left to kill, so another two con- 
stables and a crossbowman perish. 

Now the peasants have 741 I (almost 
half of what they began with) and only 
nine archers. The Mayor, however, is 
down to 188 I, 7 M. The Mayor loses the 
Element of Position - he no longer has a 
type of troop his enemies lack. Further- 
more, his edge in the Element of Skill has 
dropped from 9 to 3. This means the 
rebellion will win the next iteration by 7 
points because of their greater numbers. 


The U.S.S. Watchman vs. 
The Elven Pirates of Parragor 

In this scenario, a forty-four man tech- 
nological submarine passed through a 
dimensional rift in the Bermuda Triangle, 
and wound up being attacked by a gang 
of Elf Pirates with enchanted bows. The 
captain of the Watchman is unimpressed 
and decides to capture their galleon. 
First, however, he must fight off the Elves 
who've landed on his surfaced ship and 
gotten inside by magic. 


1) The Troops. Navy = 44 M at Skill 
7. Pirates = 76 M at Skill 6. 


2) Battle Agendas. Lacking more 
than one Division each, the agendas 
are unnecessary. 


3) Battle Plans. The captain of the 
Watchman radios his men to begin a 
room-to-room search and destroy pattern 
through the sub, while he seals himself in 
a command bunker and radios his men 
what's clear and where the enemy is. The 
Pirate King decides to order his men to 
seize a defensible room and make sorties 
from there. 

The captain has a Skill level of 7, 
while the Pirate King has only 5. The 
Navy wins this Element by 2. 


4) Numbers. Rounded to the tens 
place, the combat is 80 to 40. When the 
zeros are dropped, the Elves win this Ele- 
ment by 4. 
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Adventure Writer 
is a PC compatible computer program which 
allows you to create detailed hex and square 
maps using a variety of terrain types, colors 
and text labels. 


- Create Hex and Square maps up to 
50x50 map locations in size. 

- Text labels may be added to each map 
location, ard optionally printed 

- 30+ Terrain types suitable for indoor, 
outdoor, and outer space mapping. 

- Print B/W & Color maps at 15mm, 
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25mm (miniature) and single page scales to most dot-matrix, inkjet, and laser printers. 
- Supports Add-On Terrain Packs which each provide a selection of additional terrain 
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Possessions & Accessories, Catacombs, Medieval Arms & Armor, and Ground Forces. 
(Terrain Packs are available separately. Call for additional Information and pricing.) 
- MS-DOS & Microsoft Windows versions available. (Please specify when ordering) 


To Order Send $30 plus $5 S&H to DIGITAL Alchemy, 11469 Olive Blvd. #223, St. Louis, MO 63141 
or to order by phone call: 


Orders: 1-800-566-MAPS 


Information: 1-314-447-8250 


Mastercard, and VISA Accepted, Please Specify Disk Size When Ordering. 


5) Skill. The Navy wins this by 1. 


6) Power. The Elves have a Magic rat- 
ing of 6 and Tech of 3, while the Navy 
has Magic of 1 and Tech of 6. The Pirates 
pick up this Element by 2 points. 


7) Position. The Elves have never 
seen anything like a submarine before, 
while it’s home to its crew. The Navy gets 
a 9 point advantage for this Element. 


8) Victory and Damage. Winning 
the Elements of Leadership, Skill and 
Position, the Navy has 12 points. The 
Elves have Numbers and Power by 6. The 
Navy wins the first iteration by 6 points. 
At 5% damage per point, they slaughter 
twenty-three Elf Pirates, while the Elves at 
1% kill six sailors. Flushed with victory, 
the Navy captain decides to pursue the 
Elves onto their own craft. 

The Leadership and Skill Elements 
remain with the Navy for 3 points, and 
the Pirates still maintain a 2 point Power 
gap. The Navy loses their Positional 
advantage when fighting from the deck of 
their own ship against the Elven galleon. 
The Elves have lost so many fighters, 





however, that their advantage there drops 
to 1 point (53 M vs. 38 M gets rounded to 
50 vs. 40, instead of 80 vs 40). It’s a tie. 

Since the Elves have moved to the 
defensive, they roll to see how many 
points the combat lasts. They roll a 4, to 
the groans of the captain, who now just 
wants to escape. The Navy attackers roll 
for damage percentile and get 4% - an 
ugly, but inconclusive iteration. Both sides 
simply shave off 16% (4% x 4 turns) of 
their men. Nine more Elves die, and six 
Navy men, leaving the numbers at 44 
Pirates to 32 Navy. Seeing that any more 
exchange of fire will be damaging and 
inconclusive, the Pirate King uses his 
magic to summon a monster, and flees, 
and the Navy men are distracted by it. 


Conclusion 


There you have it. The above system 
should help the Gamemaster resolve any 
mass combat situations that may arise in 
his/her campaigns. Many will find that 
this system becomes second nature once 
a few battles have been resolved. 0 
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y now, most of our readers are 
B familiar with, and appreciate, our 
generic approach to presenting 
articles. This makes the material useful to 
players and GMs of more role-playing sys- 
tems and, at the same time, affords them 
the opportunity to take the ball and run 
with it, developing and adding to the 
material to suit the tastes of their players. 
Taggers develops an aspect of a Dark 
Future genre that has been largely over- 
looked by writers and game designers. 
Look at any Dark Future book or supple- 
ment and you'll see Tagger Art scrawled on 
the walls behind the action. You probably 
thought Tagger Art was little more than 
vandalism, or the desperate scribblings of a 
suppressed artist. Well, read on - and dis- 
cover the world of Tagger Magick. 


ooe 


Geist sat quietly in his hiding place, as 
a cold drizzling rain fell onto the city 
streets. He glanced at the heads-up time 
display on the inside of his power helmet. 
His shift was nearly over, and he hadn’t 
engaged a single target. A siren suddenly 
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penetrated the night air, bringing his focus 
back to the streets. The whine of the siren 
drew closer, its volume swelling to a deaf- 
ening level. Geist listened intently for the 
tell-tale downshift which helped him peg 
the approaching vehicle as a fire engine. 
Probably Engine 163 out of Station 26, 
he wagered himself. There was little doubt 
in his mind that he was right. As the 
engine passed through the intersection, 
where he sat concealed in his light-ben- 
ders, he smiled at his uncanny accuracy. 
To the layman, it might seem as if the vet- 
eran police officer had a sixth sense. In 
truth, it was nothing quite so spectacular. 
It was but one of the many skills a Tagger 
Hunter developed over his years on the 
beat which allowed him to survive the sav- 
age concrete jungle he worked in every 
day and night. 

Geist surveyed his surroundings — bro- 
ken windows and barbed wire. Chicago’s 
inner-city had been surrendered to the 
gangs years ago. These days, not only 
were the streets unsafe for law-abiding cit- 
izens, but for the police themselves. Even 
the gang-bangers were reluctant to show 
their faces, and moved from building to 
building in a scamper, praying they didn’t 
draw fire. It was a war zone 

Recently, Chicago’s new mayor 
renewed the battle and vowed to take the 
streets back. They were strong words for 
a suit-and-tie type who had never faced 
the wrong end of a gun in his life. For 
Geist and his compadres, such political 
showmanship translated into putting his 
ass on the line. He didn’t like it, but it was 
his job. 

It was the quiet shifts, like the one 
tonight, that unsettled him the most. It 
was usually during the slow, uneventful 
early morning hours that the radio would 
begin to crackle with, “Officer Down!” 








These were the words a Tagger Hunter 
dreaded the most. 

Geist reminded himself to stay alert 
and conducted a well rehearsed systems 
check on his X-Blaster. The rain could 
reek hell with the power modules - he 
couldn’t chance a misfire in the heat of 
the battle. 

It had been nearly three hours, and not 
a single Tagger had made a move to 
mark the wall. He was confident that at 
least one would show up. Geist had spent 
several weeks plotting the pattern of this 
particular Tagger Spell. In order for the 
spell to be completed, the Taggers would 
have to mark this section of wall. That 
was the one nice thing about Tagger 
Magick; there was a concise pattern and 
method to their madness. In order for the 
Tagger Spell to be effective, it needed 
certain vital components. Displace one 
element, and the whole spell was useless. 
Over the past few weeks, Geist had been 
plotting the current spell as it took shape.- 
He watched as the elements went up on 
walls and structures all over the inner-city. 
It didn’t take him long to recognize the 
spell that was in the making, and identify 
the Tagger Crew responsible. FTC Crew 
was making its final push to gain control 
of the 7th District. 

To the untrained eye, the tags that 
covered buildings, bridges and walls 
throughout the city were randomly strewn 
about with no reason or order. For years, 
law-abiding citizens saw the strange 
marks and symbols as little more than 
graffiti; an eyesore to be sure, but of little 
concern. How could they have known 
that the tags represented powerful spells 
being cast by competing gangs? Spells 
that instilled fear in the causal onlooker 
and bestowed power upon the gang that 
created them. 
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Geist had been a Tagger Hunter for 
five years since he pushed for a transfer. 
He had little compassion for Taggers. 
Tonight, when the Tagger showed up to 
complete the Tagger Spell, Geist would 
blow the sucker away in the middle of his 
work. The result would cause the Tagger 
Spell to fail and release a powerful back- 
lash on the entire crew. “They better 
have some protections in place on this 
one,” Geist thought, even though he 
knew they probably wouldn't. Tagger 
Crews rarely took such precautions. They 
were lazy opportunists with the kind of 
live-for-today mentality common among 
the streetloons. They knew and under- 
stood just enough Tagger Magick to cast 
their spells, but the fools had no idea of 
the full potential and power they were 
dealing with. 

“Thank God,” thought Geist, “that the 
City Sentinels found a way to use the 
Tagger’s own magick against them.” He 
reflected on the consequences of the 
backlash he would create. He’d seen the 
results all too often. Most of the crew 
would die in their sleep — they were the 
lucky ones. The others would writhe in 
agony and die slow, painful deaths. He 
had followed the meat-wagons into an 
area after a backlash to recover the bod- 
ies. He dared not consider the notion that 
he was responsible for the aftermath. The 
blame could only be placed on them. 
“Better them than us,” Geist whispered 
under his breath, suddenly focusing on 
the wall again. 

Geist instinctively threw the safety catch 
to his X-Blaster as the motion detector in 
his helmet began to ping its warning. He 
kicked in his night-vision and smiled. 

Crouching along the wall was a small 
figure in baggy pants. The Tagger appeared 
to be very confident, undoubtedly operat- 
ing under the guise of a weak invisibility 
spell. Such minor magick was no match 
for technology. 

Geist raised his weapon and took aim. 
He tried not to think of the flesh and bone 
that comprised the target at the end of his 
scope. Instead, he allowed hatred to flood 
his senses. He thought back to the neigh- 
borhood he had once called home; back 
before the Taggers had arrived and begun 
scrawling their magick. He fingered the 
trigger and watched as the Tagger 
removed three cans of spray paint from 
his backpack and placed them on the 
ground. Geist knew this one. This spray- 
jockey had quickly obtained his Mastery, 
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he had little respect for the powers he was 
tampering with. Geist tried to be patient. 
He would let the Tagger paint just long 
enough to cause a blacklash when he took 
him out. He smiled a deep sullen smile. It 
was obvious the Tagger wasn’t aware of 
his presence. 

“Till be in bed by 0700,” he thought. He 
pulled the trigger and felt the recoil of the 
weapon. The dark intersection was sudden- 
ly illuminated in the after-burn of the explo- 
sion. It was going to be a good day for the 
poltergeist of the Fifth Precinct! 


oe 





History of Tagger Magick 


Tagger Magick emerged from the art 
of graffiti which was born in the web of 
harsh city streets in the large metropoli- 
tan centers of America. Many Street 
Mages believe that Tagger Magick is just 
another form of the magick associated 
with hieroglyphs and rock-pictures which 
allowed Native American Indians to tap 
into magick long before the arrival of 
Columbus. In a sense, it is a rediscovery 
of a form of magick that had been lost for 
over 700 years. 





Taggers 


In the late Twentieth Century, as gangs 
across America began expressing their 
sub-culture through Tagger Art, they 
unknowingly tapped into a magical power. 

Ancient cultures were keenly aware of 
the magical powers of art and the created 
image. The artist, or creator, put some- 
thing of his own life force into his work, 
even if he wasn’t aware of the transfer. 
Those who gazed upon the created images 
were further tapped, transferring even 
more magical energy to the artwork 
where it was stored. Once sufficient levels 
of magick were stored in the images, it 
only took someone with the arcane skills 
to tap them, in order to unleash powerful 
spells. Somewhere along the span of his- 
tory, this knowledge was lost. 

As Taggers began to develop Tagger 
Art, a few enlightened individuals discov- 
ered the magick being tapped. The first 
Street Mage was Jose Rico, who rose up 
through the ranks of a Los Angeles crew. 
Rico was the first Tagger to make the 
connection between Tagger Art and 
ancient glyphs. 

He began to experiment with various 
patterns and Tagger Spells. Although the 
school system of L.A. had classified him 
as an illiterate/unteachable, Rico’s crude 
notes on Tagger Magick and his studies 
(recorded in three spiral-bound notebooks) 
have become highly sought-after relics. 

After Rico, numerous Street Mages 
appeared among various Tagger Crews, 
each adding to and enhancing the art. 


The Art of Tagger Magick 


There are three components or ele- 
ments involved in Tagger Magick: Mas- 
tery, Power, and the Tagger Pattern. 

Mastery. For a Tagger Crew (gang), 
Mastery is akin to experience or skill level 
and is of prime importance. Tagger PCs 
(if allowed in your game) gain Mastery as 
they gain experience. Tagger Artists may 
cast spells that are beyond their abilities 
to handle if they have the Mastery to cast 
them. There is a 10% cumulative chance 
of spell failure per Mastery level above the 
current level of the caster. Failure can 
result in spell backlash, injury, or death to 
the spell caster and anyone else tied in to 
the spell. 

Power. Power is constantly changing 
and fluctuating and is the source from 
which the Tagger draws from in order to 
cast his spells. Power is gained by Taggers 
writing their unique Tag Name where it 
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can be seen by residents and passersby of 
the community. When intelligent creatures 
see and read the characters, magical/life 
energies are transferred to the Tagger 
Spell. The more visible a Tag Name, the 
more Power points it gives to the creating 
Tagger Crew. In addition, Tagger Art 
posted in unusual and inaccessible places 
draws even more power. (Which is why 
Tagger Art is prominent on the side of 
bridges and narrow ledges). For every one 
to ten Tag Names written, the character 
gains 1d8 Mastery points. Tagger Art 
posted in secured or guarded areas gains a 
+1. Likewise, Tagger Art posted on the 
side of subway or railroad cars adds addi- 
tional points since these are roaming tags. 

The Tagger Pattern. When a Street 
Mage casts a spell, he is required to create 
a pattern of Tag Names distributed in the 
target area. Each Tagger Spell has a 
required number of Elements (Tag Names 
or characters) that need to be placed in 
order to successfully cast that spell. Ele- 
ments can be placed in a small area by a 
single Street Mage, or may be drawn by 
numerous Tagger Crew members all over 
the city, under the guidance of a Street 


Mage. Elements work in much the same 
way as runes and glyphs, although they 
bare little resemblance to the ancient char- 
acters. As a basic rule, lower magicks 
require a smaller Tagger Spell, created by 
an individual Street Mage. Such spells are 
usually personal in nature, affording the 
Street Mage protection or short-term pow- 
ers such as “invisibility” or “intimidate.” 
Higher magick requires a number of 
Elements, encompassing a wider geo- 
graphical area. Such Tagger Spells 
demand the aid of several Taggers to con- 
struct the spell. 

When constructing a spell, it is not cast 
until the Key Element is put in place by 
the Street Mage coordinating the casting. 
The Key Element cannot be placed until 
all the other elements have been placed. 

Once all the Elements required for the 
spell are in place, the Street Mage must 
go to the center of the spell and create 
the Key Element. 

All Taggers who took part in placing 
the Elements of the spell (usually the 
entire Tagger Crew) are linked with the 
resulting spell. This means that a backlash 








puts each individual Tagger in jeopardy, 
as well as the Street Mage. 


Elements 


Individual Elements appear to be 
words of three to five characters rendered 
in an artistic manner. To the layman who 
observes them, while he may appreciate 
the artistic value of the Element, he finds 
the words themselves meaningless. Ele- 
ments may be drawn with markers or 
spray cans and usually two or more colors 
are involved. Even though Elements hold 
inherent magical powers, by themselves 
they are weak or powerless. In order for 
the Street Mage to gather the power and 
tap it, he must place the Elements in a 
Geometric Configuration. 


Geometric Configurations 


Elements are placed in a geometric 
pattern over an area of the city forming a 
Tagger Spell. If each Element of a spell 
were to be pinpointed on a map and a 
line was drawn between each of them, the 
geometric patterns would be very evident 
(stars, circles, triangles, etc.). The follow- 
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ing is a list of the Geometric Configura- 
tions and the power level of spells that can 
be drawn from such patterns: 

Lower Magicks. Triangle: three Ele- 
ments minimum, Square: four Elements 
minimum, Circle: five Elements minimum. 

Higher Magicks. Triangle within 
a circle: eight Elements minimum, 
Square within a circle: nine Elements 
minimum, Circle within a circle: ten Ele- 
ments minimum. 

Mass Destruction Magicks. Trian- 
gle within a square within a circle: seven- 
teen Elements minimum. 


Tag Names 


Tag Names are similar to Elements but 
are individual and unique to each Tagger. 
They are usually three- to four-letter 
words such as “Dren,” “Taco,” or “Fast,” 
etc. The name has hidden or secret signif- 
icance to the individual Tagger. Even if 
two or more Taggers have the same Tag 
Name, the style and script will be suffi- 
ciently different to distinguish between the 
individuals. Tag Names are written quick- 
ly, and have the sole purpose of raising 
the level of Mastery for the Tagger who is 
working toward becoming a Street Mage. 
It is the Tag Name that most people see 
scrawled about their city on walls and 
overpasses. Think of Tag Names as Ele- 
ments that are not part of a Tagger 
Spell. Besides raising the Mastery of the 
creating Tagger, Tag Names are useful to 
the gang’s Street Mage who can draw 
upon the power of the Tag Names for 
minor spells. 


Backlash 


One of the inherent dangers of Tagger 
Magick is the backlash. A backlash occurs 
when a Tagger Spell is interrupted or 
the caster fails in his attempt to cast. 
Backlash affects all Taggers whose Mas- 
tery points were drawn upon in the cast- 
ing of any specific spell. Backlash damage 
is painful and often results in death of 
the recipients. 

A good guideline for damage from 
backlash is that it will do at least as much 
damage to anyone involved in the casting 
of the spell as it would have to those that 
the spell was cast upon. For example, a 
“false art” spell, which only takes twenty- 
five Mastery points to cast, makes every- 
one involved sick to their stomach. An 
“earthquake” spell, which takes 1,000 
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Mastery points to cast, will most certainly 
fry any unprotected Tagger involved. 


Tagger Spells 

As stated earlier, Tagger Spells must 
be preplanned and Elements drawn in 
place for the magick to work. Taggers 
can cast many types of spells, and their 
spell lists should be drawn from other 
spell casting characters in your game sys- 
tem. Use the examples below to rate 
spells in your game system, according to 
complexity, level and power. 

Invisibility. Power: 100, Elements: 3 
(triangle), Mastery Level: 2. This spell will 
allow the Tagger to move unnoticed to 
natural viewing in the spell’s triangular 
area of effect. 

Fear. Power: 150, Elements: 9, Mas- 
tery Level: 4. This spell causes anyone 
entering the area of effect to feel uneasy, 
or even frightened when no inherent dan- 
ger is there. Ostensibly, the area of effect 
is a square. 

Tap. Power: 50, Elements: 3, Mastery 
Level: 2. A Tap spell will allow the Tag- 
ger to tap any other single Tagger’s Mas- 
tery source in the area of effect. 

Backlash Protection. Power: varies, 
Elements: 5, Mastery Level: 3. When 
cast, this spell will protect the Tagger 
from a backlash. The protection level 
varies based on the number of Mastery 
points put into the spell. Each point put 
in protects against one point of backlash. 

Protection. Power: 400, Elements: 
9, Mastery Level: 3. Protection spells 
cover a wide range of things that the Tag- 
gers are afraid of. Anything from possible 
vampires, if they are part of the game, or 
spells from other Tagger Crews. When 
the spell is cast, Taggers within the spell’s 
area of effect should be relatively safe 
from harm. 

Crumble. Power: 400, Elements: 17, 
Mastery Level: 5. Crumble can be cast on 
buildings or Elements of architecture. The 
spell focuses energy of a destructive 
nature into the object, causing structural 
damage and possible destruction. 

Insanity. Power: 200, Elements: 8, 
Mastery Level: 4. The Insanity spell 
is directed at a specific target. The eight 
Elements must be arranged in such a 
way that the target is seeing them on a 
regular basis. 

Art Whip. Power: varies, Elements: 
4, Mastery Level: 3. Similar to a backlash 
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spell, Taggers can directly attack each 
other by casting this Art Whip spell. The 
spell directs damage through the art, 
towards its creator. Damage is equal to 
one quarter the Mastery points placed 
into the spell. 

Earthquake. Power: 1000, Elements: 
50, Mastery Level: 9. The Earthquake 
spell causes movement of the earth within 
the area of effect. Damage varies based on 
how focused the area of effect is. 

Anger. Power: 200, Elements: 8, 
Mastery Level: 4. Anger causes all within 
the area of effect to have their emotional 
level of ill feelings raised. When coupled 
with certain situations, fights and riots can 
break out with use of this spell. 

False Art. Power: 25, Elements: 1, 
Mastery Level: 1. False Art contains all 
the elements of a normal piece, but it is 
not connected to any particular spell. It is 
specifically created to act as a decoy in 
order to divert attention away from a 
legitimate spell. 

Piece Trap. Power: 300, Elements: 
3, Mastery Level: 5. The Piece Trap spell 
is cast upon a Tag Name. When the Mas- 
tery is drawn from that Tag Name, the 
Piece Trap is activated. Unless the caster 
has backlash protection of a hundred 
points or more, the opposing spell being 
cast will fail. 

Charm. Power: 200, Elements: 5, 
Mastery Level: 2. Charm spell causes 
everyone in the area of effect to treat 
the Tagger Crew or individual Tagger 
casting the spell with utmost respect 
and admiration. 

Channeling. Power: 500, Elements: 
17, Mastery Level: 7. Channeling allows 
the Tagger to connect different spells and 
their Elements into one, creating varied 
spell effects and simultaneous spell casting. 

Area of Effect. Unless otherwise 
noted, Tagger Spells cannot affect an area 
larger than the original spell had intended. 
For spells where there is no specific ruling 
for the area of effect, increased distance 
between access points causes the spell to 
weaken and possibly fail. 


The Tagger Campaign 

Because this article is generic and sys- 
temless, and void of stats and hard rules, 
Tagger Magick may seem difficult and 
bothersome to some GMs. However, it 
can be a great addition or backdrop to 
your Dark Future campaign. As players 
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begin to realize all that graffiti they've 
been passing everyday is much more than 
petty vandalism, they will begin to discov- 
er a whole new aspect about the city 
they've been adventuring in. 

Taggers have been waging a silent war 
against their enemies and the city at 
large, slowly expanding their authority 
and spreading its sphere of power. 

The GM should note that Taggers 
rarely align themselves with traditional 
street gangs or organized crime groups. 
They will, however, hire out their services 
to such groups for a price. Taggers are 
great urban terrorists and are frequently 
used by land barons and organized crime 
groups to move people out of buildings 
wanted for purchase and redevelopment. 
They are most prone to align themselves 
with a political terrorist group to perform 
some type of mass destruction, such as 
destroying a bridge or building. There are 
very few “heat of the battle” type spells 
for Taggers, although some do exist. Tag- 
ger Magick typically is of a nature that 
involves plotting and setting a course of 
action that will ultimately benefit the Tag- 
ger Crew. Taggers themselves do not 
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consider themselves to be a gang, but 
rather suppressed artists. They feel they 
are repaying society for wronging them 
and try to be very creative when casting 
their spells. They often create many addi- 
tional steps to their spells for no other 
purpose than to express their own unique 
style. They invest a lot of time in their art 
and are very proud of it. 


Tagger Hunters 


There are two kinds of Tagger Hunters: 
the police, and freelancers (bounty 
hunters). Tagger Hunter player characters 
are very streetwise, and will have to learn 
many of the ins and outs of Tagger Mag- 
ick. They do not have to completely 
understand it, but they need to be able to 
recognize the patterns as the spells go up. 

The police normally combat Taggers by 
cleanup — destroying or painting over the 
Elements as they go up. They also launch 
raids and attacks on the Tagger Crews. 

Freelancers prefer to identify a Tagger 
Spell as it goes up. They try to predict 
where the Key Element will be placed and 
wait in hiding. This way they are able to 





identify and hopefully, take out the Street 
Mage while, at the same time, damaging 
the entire gang by launching a backlash. 


Tagger Player Characters 


Players may wish to delve into Tagger 
Magick, once it has entered into your 
campaign. Gamemasters will have to 
write spells in the game system for Tag- 
ger use, and players will need to keep 
track of their Mastery. Tagger player 
characters can range from gang members 
gone good to freelancers who work with 
police, bounty hunters, and corporations 
to battle the Tagger Crews. 


Conclusion 


Hopefully, the above background will 
give you enough groundwork to build 
your own Tagger campaign and develop 
the idea further. If you are interested in 
seeing some of the Tagger Crews and 
NPCs developed, please let us know. In 
addition, if any GMs out there adapt or 
add-on to this material, drop us a letter 
and let us know how it worked out. Q 
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ameweaver and Shad paused 
G before knocking on the door. The 

old man rechecked the scrawled 
numbers on the scrap of paper he was 
holding. He turned it about in his hand 
and shook his head. “I dunno. I can’t read 
the Bounty Hunter’s handwriting. This 
might not be the right place, Shad.” 

The gnome looked up at his master 
and smiled with confidence. “This is the 
right place alright.” 

Gameweaver arched an eyebrow. “And 
just what makes you so sure?” 

“Cause, there’s a copy of SHADIS 
in the mailbox! This has to be Gary 
Gygax's house.” 

Gameweaver crossed his fingers and 
knocked on the door. It had been a long 
and arduous search for the Grand Master 
of Games. Finally, the first real lead had 
brought them here, to Loganville, Georgia. 

The door creaked open (seemingly of 
its own accord) and a gentle voice, barely 
audible, whispered, “Enter or go away, I 
care not which.” 

The reluctant pair stepped through the 
portal and found themselves in a dark, 
cluttered office. The morbid sounds of Joy 
Division’s “I Remember Nothing” assault- 
ed their ears and lent an overwhelming air 
of despair to the surroundings. The small 
room was filled with volumes of books; 
some shiny and new, stacked neatly on 
bookshelves while others, old and dusty, 
lay about in haphazard piles on the floor. 
The walls were completely covered with 
posters depicting various horrors from film 
and fiction. At a cluttered desk, a shadowy 
figure stared blankly at a computer map of 
eastern Kansas. 

Gameweaver swallowed hard and 
approached the desk. “Uh..... Ummm, 
Gary, er Mr. Gygax? Is that you?” 

The figure raised its head to reveal a 
pair of moody, dark green eyes. His face 
betrayed no emotion as he stared at the 
intruders. The room was filled with a 
tense silence. 








“No, I’m not the one you seek, though I 
know of him. I’ve been living in the shadow 
of the spell he cast so many years ago.” 

His voice split the quiet like a knife as 
he lit a cigarette and sat back in his black 
leather chair. “You're those strange guys 
who interrogate the unfortunate for that 
magazine aren’t you?” 

Gameweaver nodded, “Yeah, that’s 
us. We've been on the trail of Gary for so 
long that. 

Shad suddenly interrupted the old man, 
“Hey! Who the hell are you anyway?” 

The figure motioned for the pair to 
take a seat on the faded green sofa across 
from him. Again, the room grew silent; 
the only sounds to be heard were the 
heavy bass rifts mixed over the shattering 
of glass as the CD played on. 

“Iam the one who has summoned you 
here. | am William Spencer-Hale” 

Shad flashed a smile of recognition, 
“Hey! You're the guy that liked the razor 
so much you bought the company right?” 
Gameweaver, promptly elbowed his assis- 
tant to remain silent. 

“I knew my name was on your list. I 
want to get this over with so I can get 
back to work.” He took another drag off 
the cigarette, filling the room with smoke 
and giving it the appeal of a graveyard in 
a 1950's black and white movie. 

Gameweaver scratched his chin in 
amazement. “Why, yes, you are on our 
list of game designers and writers that we 
wish to interrogate.” 

William smiled slightly and, in doing so, 
broke the tension in the room a great deal. 
Still, it was very dark and the shadows 
were very unnerving to the two visitors. 

“Please, ask me your questions.” 

Gameweaver removed a spiral note- 
book from the fold of his robes and flipped 
through its pages. 

“Let’s see - Steve Jackson, Kevin 
Seimbeida, Ed Stark.... Ah, here you are, 
William Spencer-Hale. Right.” With that, 
the old man began his interrogation. 
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GW: Now then, Mr. Spencer-Hale, 
can you give me a brief rundown of your 
work in the gaming industry?” 

William: Well, my priors are really 
quite extensive. They include Rite of Pas- 
sage, Book of the Wyrm, Valkenburg 
Foundation, Rage Across the Amazon, 
Werewolf Players Guide, Vampire Play- 
ers Guide, Mind’s Eye Theater: The 
Masquerade (Vampire Live-action), “The 
Guardian Stone” for the Drums Around 
the Fire fiction anthology — all of these 
were published by White Wolf. 

Other credits: “Last Embrace” (short 
story for Legions of Steel Advanced 
Rules by Global Games), “Music of My 
Damnation” (short story published by 
Blue Blood magazine), several poems 
(none of which I care to elaborate on), “A 
Farewell Kiss” (short story published by 
White Wolf), and a lot of reviews. 

My future projects that have yet to be 
published are Mind’s Eye Theater: The 
Apocalypse (Werewolf Live-action), 
“Chains” (a story for Mind’s Eye Theater: 
The Masquerade, to be published in 
White Wolf Magazine), The Shapeshifter 
Sourcebook (Hot Tub Dragon), Mage 
Players Guide (White Wolf), “Monkey on 
My Back” (short story to be published in 
the Werewolf paperback anthology, co- 
written with Mark Rein-Hagen), “Journeys 
Beyond” (Dark Conspiracy article for 
Challenge magazine), “The Ties That 
Bind” (short story to be published in 
White Wolf Magazine, co-written with 
Mark Rein-Hagen), “A Taste of Armaged- 
don” (Twilight: 2000 article for Chal- 
lenge magazine), “Mind Your Own Damn 
Business” (an editorial on censorship and 
the evolution of role-playing for White 
Wolf Magazine), a story for the upcoming 
Glimpses anthology by Pagan Publishing, 
and an essay on horror role-playing to be 
published in SHADIS magazine. I’m also 
doing some short fiction for the GDW 
release of Vampire Fleets by Dave and 
Michele Newton. 

GW: My word! You have been busy, 
haven’t you? Would you be so kind as to 
tell me more about yourself?” 

William: Well, I've been gaming for 
about twelve or thirteen years, starting 
with AD&D and working my up from 
there. I have been a fan of horror fiction 
and movies since I was a child (a trait I 
acquired from my mother, I guess). Some 
of my earliest memories involve Bela 
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Lugosi, Lon Chaney, Jr. and various 
other ghouls. I’ve always liked things that 
go bump in the night. 

GW: Who, may I ask, are some of your 
favorite authors? 

William: Hmmm... that’s a tough 
one. My favorite authors are too many to 
mention, but I have been influenced to a 
great extent by the works of H.P. Love- 
craft and Edgar Allen Poe and recently, 
by the works of such authors as Tanith 
Lee and Poppy Z. Brite. They take a 
twisted new approach to the horror genre 
and, in doing so, add a new life and vitali- 
ty to it. 

GW: What are your major influences 
in gaming? 

William: My influences in the gaming 
community are easier to define. Gary 
Gygax started it all with Dungeons and 
Dragons in the early 70s so all game 
designers and authors in this field have to 
give some credit to him (whether they like 
it or not). Without his inspiration and 
imagination | would be unemployed and 
so would a lot of other fine authors and 
artists. I have always been a big fan of 
Chaosium so Greg Stafford, Sandy 
Petersen and Lynn Willis have played a 
great part in how I think role-playing 
should be as well as influencing my 
approach to how I write horror role-play- 
ing. Call of Cthulhu is still the standard 
of the horror genre today, although with 
games such as Kult being released, they'll 
have to stay on their toes in the future. 

GW: How long have you taken a active 
part in the gaming industry? 





William: | have been involved with 
gaming for some time now. As a teenag- 
er, | worked for a major distributor in the 
Atlanta area and was able to get the 
inside scoop on the industry. When I 
returned from Europe and my tour with 
the army in my mid-twenties, I got to 
know the White Wolf folks on a personal 
level and was offered the opportunity to 
play-test and help design Werewolf: The 
Apocalypse. The rest is history. 

GW: What kind of approach do you 
take to your writing? 

William: When | write, | don’t craft a 
detailed plan of how I expect everything 
to turn out. Instead, I create the plot and 
the main characters, along with any sec- 
ondary character that | believe will greatly 
influence the course of the plot, and then 
I go at it. What happens from there is 
anybody's guess, but I’m usually satisfied 
with my work. If I’m not, | simply throw it 
away and start over. I'm very picky with 
my work. 

GW: What would you say inspired you 
to become a writer? 

William: | suppose that | was inspired 
to become a writer by all those who came 
before me. Reading is such a great plea- 
sure for me and I guess that I wanted to 
give others that pleasure as well. As a 
career, there is nothing that I would 
rather do than write. It is my passion. I'm 
certain that I would do so whether my 
work was published or not. 

GW: What does the future have in 
store for you? 

William: Well, I've started my own 
company, Quintessential Mercy Studio, 
and besides my freelance work, I am plan- 
ning the release of my first game title in 
the summer of 1995. It will address the 
modern religions in a manner that will be 
controversial at times, but it will be a 
unique approach to horror role-playing 
with a background that has not been 
touched upon before. | can’t say too much 
about it at this point, only that | will begin 
an ad campaign very soon so stay tuned. 

GW: Where do you get your ideas? 

William: | get ideas for my stories 
from everywhere. I read a lot so I’m influ- 
enced a great deal by other authors. I try 
to pay attention to the world around me. 
Even the most mundane thing or event 
can be sinister and macabre if you let 
your mind wander. | think about the dark 
side of everything, especially love. And I 
watch the news a lot. There is no greater 
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source for horror stories than the nightly 
news. It’s an evil world that we live in. 

GW: How do you feel about the evolu- 4 AX 
tion of this hobby? \ 4 

William: | believe the role-playing we 5 5 
industry has only scratched the surface of \'M TELLIN’ YA, THIS CRAZY BEAR KEPT RUNNIN’ 
its potential. There are so many worlds yet OUTTA THE WOODS AND PUTTIN’ OUT MY FIRE. 
to explore and, although some will be con- / 
sidered quite controversial, they should be 
brought to life nonetheless. There will be 
those groups and individuals who will 
object to this; they swear by ignorance, 
but their objections must be ignored so 
this industry and its fans can continue to 
grow. Freedom of expression must be pre- 
served — by any means necessary. 

GW: Do you have any last words? 

William: I'd just like to say thanks to 
the editors and developers at White Wolf 
for giving me a chance and especially to 
all the fans of role-playing. It wouldn’t be 
any fun if no one cared to read my stuff. 

GW: Well, thank you for allowing us 
to barge in on you. 

Shad: Hey do you have any cold Pep- 
sies in the fridge? 

William: Goodbye, Gentlemen. Shut 
the door behind you on-your way out. 
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iceless role-playing is seen by 
D some to be the holy grail of role- 

playing. Given the war gaming 
roots of most role-playing games, many 
people thought diceless role-playing to be 
little more than free-form acting, or play- 
ing “cops and robbers” with no method 
to settle disputes or take dumb luck into 
account. All in all, diceless role-playing 
seems to be an enigma for many role- 
players who have grown up playing 
games that fall into the end of the spec- 
trum closest to war gaming. 

Of all the possible settings for diceless 
role-playing, Roger Zelazny’s Amber is 
probably the most perfect to begin with. 
Still, there are people who approach 
Amber Diceless with undeserved hesi- 
tancy or downright anger. I would like to 
dispel some common misconceptions for 
those who are intrigued at the possibilities 
of diceless role-playing, but who find the 
prospects of actually beginning a bit 
intimidating. Following are some tips to 
help you enjoy your Amber campaign to 
the fullest. 

First of all, to get the most from dice- 
less play, you need to understand how 
such a system can hope to represent “real 
life” actions. In the gaming community, 
we have so fully bought into the idea that 
we need to represent “random” results in 
our role-playing that some people hear 
the word “diceless” and launch into 
tirades reminiscent of folks who would 
mock Benjamin Franklin for flying kites 
during thunderstorms. In the world of 
Amber, PCs and NPCs are characters so 
vastly powerful, randomness no longer 
comes into play in the way it does for 
normal humans. In the same way that a 
small child just learning chess could never 
expect to beat a grand master, normal 
humans could never hope to defeat (or 
even match) an Amber PC or NPC, even 
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AMBER 
DICELESS' 


Gettin: 


the Most from 


this Role-playing Game 


By Nicole Lindroos Frein 


with all the “luck” in the world. This is the 
advantage of playing your diceless game 
in the Amber world. 

When speaking of “skill” in Amber, it 
helps to keep in mind the progression of 
skills. Let’s say you are watching a grade 
school gymnastics team. You can usually 
spot one child who actually has some tal- 
ent. Watch that team long enough, and 
that child may start to look really good! 
But if you were to pit that grade school 
team against a high school team, that 
same child would look just as awful as the 
rest of the grade schoolers. And any of 
those part-time, amateur gymnasts pale in 
comparison to members of the Olympic 
team. Take the best human gymnasts in 
the world and have them compete against 
each other, and it comes down to the 
slightest edge, bending the knees too 
much, wobbling ever so slightly. They are 
so incredibly good that there is little 
“chance” involved in their successes any 
more. “Luck” is not what would enable 
them to beat that grade school gymnast 
time and time again. Throwing an 
Amberite into this equation is like pitting 
the best gymnast in the whole world 
against a toddler who has just learned to 
walk. There is no longer any chance that 
Amberites would lose through a simple 
stroke of bad luck when competing against 
normal humans, and there is no need to 
account for “chance” in those situations. 

The fact that Amber remains diceless, 
even in competitions between Amberites, 
is often the most troublesome idea for tra- 
ditional gamers to embrace. In an ordinary 
game, we would compare our skills, roll 
our dice and see if my Swordmaster 
Knight bashes your head in, or (whoops) 
misses and impales himself instead. In 
Amber, the thought of any Amberite acci- 
dentally impaling himself under anything 





less than incredible and extraordinary cir- 
cumstances is down right laughable. 

Let's say that Bleys and Corwin (both 
Amberites) are having a dispute and want 
to settle it in a non-lethal, but spirited 
manner so they decide to have a sword 
fight. They are characters of the same 
“level” although they have skills spread 
out in different ways. Bleys is slightly bet- 
ter than Corwin when it comes to sword 
fighting, but they are closely matched. 
Since there are no die rolls, would that 
mean that Bleys automatically beats Cor- 
win every time? Oh, not so! While they 
are matched quite evenly in warfare, Cor- 
win has a far quicker wit and greater 
endurance than poor Bleys. Corwin can 
use this to his advantage, using his brains 
to “psyche out” Bleys, working to under- 
mine his confidence, or tricking him into 
believing that Corwin has been studying 
with a legendary swordmaster recently. 
(Maybe Benedict?) 

Additionally, Corwin can try to draw 
the battle out in order to wear down Bleys, 
who has less stamina for the long fight. 
Through role-playing and by taking vari- 
ous conditions into account, there is still 
the possibility that Corwin can win in a 
sword fight, and the ludicrous chance that 
he would accidentally impale himself is 
removed from the contest. 

In diceless conflict resolution, it is to 
the players’ advantage to approach with 
caution and awareness of the situation. 
Players will be successful by keeping in 
mind their own strengths and weakness- 
es, the perceived advantages and faults of 
their opponents, and by employing strate- 
gy and role-playing. 

Another hurdle to overcome in order 
to begin an Amber game is that it’s 
based on novels - works of popular fic- 
tion that you may or may not be familiar 
with. This doesn’t have to be a problem 
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Amber Diceless 


(although some may again find a conve- 
nient excuse in saying, “But I don’t know 
the novels!”). The game starts out by giv- 
ing you all the information you would 
need to play a game in Amber. One 
need not go out and read all the novels in 
order to understand what is going on in 
the setting or with the characters. The 
very fact that it's Amber makes it possi- 
ble for you to have read all the novels 
from cover to cover, and still have fun 
playing the game. Because the setting 
revolves around a world that contains 
many realities (or Shadows), what is true 
in one place is certainly not true in anoth- 
er place. The world of the novels is not 
necessarily more true than any of the 
realities that the GM might come up with. 

Yet another misconception about 
Amber Diceless is that it takes very 
experienced role-players in order to play, 
or that beginning role-players will find this 
manner of play too difficult to start. 1 am 
not sure what brings out this argument, 
but I can tell you confidently and from 
personal experience that this is simply not 
true. In fact, Amber is possibly one of 
the best ways to introduce new people to 
role-playing games. Instead of having to 
contend with various charts and statistics, 
oddly shaped dice to roll, and ill suited 


definitions of skills and abilities which 
leave beginners more confused about 
their imaginary character than they were 
when they began, Amber does away 
with all that. The character creation 
process is the only part of the game that 
is even moderately complex, and once 
you get the new player through that there 
is nothing to stand in the way of their 
role-playing. Skilled and unskilled alike 
can find themselves on relatively even 
footing in the Amber system, since, for 
example, there are no opportunities for 
the “rules lawyers” to turn to the new 
player and explain in baffling detail why 
such-and-such happened. 

On the other hand, in order to get the 
most from Amber, the GM needs to be 
strong. Unlike other games which can 
carry the GM if he is lazy, Amber 
requires the GM to be well prepared and 
ready to play. Because of the open nature 
of the game and because the players liter- 
ally have the power to do just about any- 
thing, planning a detailed and linear 
adventure is not going to be very reward- 
ing for you or your players. It is better to 
enter into an Amber session with a defi- 
nite understanding of the characters 
involved, as well as which events will 
unfold under which specific circumstances. 





If, for example, I know that Bastengrath 
the Terrible is a greedy, vindictive man 
who hates men who are more handsome 
than himself; a man who will take revenge 
upon anyone who dares beat him at any- 
thing, but who has a secret soft spot for 
vulnerable and innocent young girls, this 
will help me react better to the perhaps 
unexpected actions of the players than if I 
plan an elaborate scene which relies on a 
PC committing some act or finding some 
clue in order to further the plot. Since the 
PCs in Amber can move from reality to 
reality at will, it takes more work on the 
part of the GM to make each place the 
PCs encounter come to life, offering them 
excitement and intrigue. 

My final tip for getting the most out of 
Amber would be to have fun with the 
variety of settings in which you can play. 
Of all the multi-genre games out there, the 
Amber universe offers such potential to 
explore anything you and your players can 
imagine, it would be a shame not to take 
advantage of it. While the game is called 
Amber, it certainly isn’t limited to lands 
described in the books, or even to the 
Amber family. Do what's fun for you, go 
where your heart desires. You don’t need 
dice to take you there! Q 
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PIRATES OF 
EAGLE TALON III 











{9 uit up boys and girls! We’re 
Ss entering the window — drop- 
time ten minutes and counting!” 
A simple drop and recovery mission. In 
and out. With a little luck there wouldn't 
even be any combat. That’s how the opti- 
mistic boys at Mission Central had 
explained it. You know better - you 
haven't made a jump yet that has gone by 
the numbers. Little matter - you're a free- 
lancer - you get paid to do a job. 
Still, there is something about this par- 
ticular job that just doesn’t set right with 
you. It is too simple - too clean. 
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A Beginning Adventure 
for FASA’s BattleTech™ 
aw 

aw’ 


Apparently, a couple of hired spies for 
Inner Sphere stumbled upon a case of 
security data-pacs with some very interest- 
ing information on them. They sold the 
data-pacs to House Kurita for a hefty 
sum. The data seemed to indicate that a 
BattleMech storage facility called Eagle 
Talon III on Irian, which had been assumed 
destroyed during a heavy-strike on the 
planet, was in fact sitting in tact. If this is 
true, then there are twenty-five fully opera- 
tional Mechs sitting in Eagle Talon Il in 
mothballs. What really has House Kurita 
interested in the facility is something the 








data-pacs claim is in the facility's computer 
banks: security files which give the location 
of a dozen similar storage facilities hidden 
throughout Irian. House Kurita believes 
that Eagle Talon Ill is just the tip of the ice- 
berg. The Mechs, not to mention the facili- 
ty’s files and equipment, would make a 
valuable addition to House Kurita’s arse- 
nal. So plans were drawn up to go in and 
recover the Mechs and bring them back. 
There is only one problem with the 
plan. Irian lay smack in the middle of the 
Free World League! The present truce, at 
best, is shaky. If you and your compan- 
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ions are caught, the results could be a 
nasty little war. 

House Kurita has decided it’s worth 
the risk. They figure it’s better if they 
have the Mechs than anyone else. 
Besides, as unknown freelancers, if you 
are caught, it will be hard to point the fin- 
ger back to House Kurita. Caught? You 
can’t even entertain the possibility. 

“Two minutes to drop, gentlemen! Let’s 
do this by the numbers. Comprende?” 


oo 


Introduction 


After our trip to the Virtual World 
Entertainment Center in San Diego and 
experiencing BattleTech first hand, we 
became fascinated with the giant Mechs. 
We've always wanted to play FASA’s hit 
game which is based on battle technology 
of the future, but where to start? Bat- 
tleTech is so well supported that the 
would-be player is sometimes a little over- 
whelmed. Perhaps the best option for a 
gamer in such a situation is to latch on to 
a group that plays BattleTech regularly. 
That way he/she can see what's available 
and get some one-on-one instruction. Oth- 
erwise, the beginner would do well by pur- 
chasing the basic BattleTech boxed set. 
This product introduces a few of the basic 
Mechs and presents the core of the Bat- 
tleTech miniature rules. It also includes a 
good introductory timeline and history of 
the BattleTech universe. The first supple- 
ment you might consider buying is Mech- 
warrior which provides the role-playing 
rules for the BattleTech universe. This 
should get you started and then you can 
expand your library as needed. 

The following adventure is set up to be 
enjoyed by all BattleTech players, but it is 
primarily designed as an introductory 
adventure. It serves as a perfect starting 
point for players just getting their feet 
wet. The adventure is for a group of two 
to six players who have not acquired Bat- 
tleMechs of their own, or are looking to 
upgrade to more powerful versions. 


The Mission 

The party is hired by House Kurita for 
a clandestine mission to the planet Irian. 
Since the mission violates the terms of 
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the fragile truce with the Free World 
League, House Kurita will flatly deny any 
knowledge of the party or their mission if 
it should fail, or if they are captured. 

The party is told to retrieve the security 
files from the computers in the hidden 
storage facility. They can then power-up 
any functional BattleMechs and make the 
100 mile journey to the Retrieval Zone. As 
payment, each party member will be 
allowed to keep the Mech he has retrieved. 

The party is provided transportation on 
a ship which takes them to the Drop Sight 
and retrieves them from the Retrieval Zone 
at a specified time. If they are more than 
three hours late, the ship will depart with- 
out them. While the Drop Sight is immedi- 
ately over the storage facility, the Retrieval 
Zone is nearly 100 miles north of the 
Drop Sight. This means the players will be 
working against time. 


The Adventure 


The Drop Sight. So far, so good. 
The party drops directly in front of a large 
cliff face. Before the cliff is a vast, flat 
plain which stretches for miles to some 
distant mountains. 

Set into the cliff face, just where the 
data-pacs said it would be, is a large set of 
metal bay doors. 

Eagle Talon Ill, The Mech Base. 
The Mech base at Eagle Talon Ill was part 
of a network of bases set up as a line of 
defense against anyone attacking Irian. 
From the hidden bases, BattleMech lances 
could emerge and outflank/ambush 
invaders. During the Succession Wars, the 
bases were supposedly targeted by aerial 
attacks and small espionage units. In the 
fog of war, the bases were all written off 
as destroyed, the papers were filed, and 
Irian was put out of mind. 

During the war, Engineers studied the 
layout of the hidden bases and decided it 
would be too costly to try and take them 
out with the use of BattleMechs. Instead, 
they decided to strike at the base’s Achilles 
heel. It was noticed that the bases were 
designed to repel large Mech invasions. 
The bases were set up with a very effective 
Killing Zone. Any Mech attempting to 
approach the base would be obliterated in 
short turn. It was decided, therefore, to 
send in small, well equipped saboteur units. 
Such units were easily replaced and would 
be able to exploit the base’s weaknesses. 





Pirates of Eagle Talon Ill 


During the first attack on Irian, a tacti- 
cal squad scaled the cliff and gained 
access to the air-filtration systems of the 
bases. Once these were breached, it was 
simply a matter of feeding poisoned gas 
into the air system. This killed the base 
garrisons, but left the base standing with 
its equipment in tact. 

After the operation, a Survey Unit was 
dispatched to map the location of the 
bases. The Operation Commander ordered 
the bases to be sealed. The plan was to 
retrieve the equipment at time later time. 
For the moment, the front was rapidly 
pushing forward and the commander 
couldn’t spare the time or manpower to 
mop up. 

As fate would have it, the Survey Ship 
was intercepted and destroyed before it 
could transmit its data. The tide of battle 
turned, and for a short time, Irian fell into 
enemy hands once again. When the War 
ended, both sides assumed the other side 
had either destroyed or cleaned the stor- 
age facilities out. It wasn’t until the data- 
pacs were found that the clerical error 
was discovered. 

Fly in the Ointment. Unfortunately, 
news of Eagle Talon Ill’s existence was 
uncovered by a group of Mech pirates. (It 
seems the Inner Sphere spies sold the 
information to several interested parties.) 

Lord Francis Blood and his Mech 
pirates have already moved into the facili- 
ty and have negotiated a deal with a 
group of black marketers to trade the 
Mechs stored at the facility for a new 
drop ship. 

When the party arrives, Lord Blood 
will be in the process of making the first 
shipment of Mechs. He has already 
departed and has left a token crew to 
watch over the base until his return. 

The pirates have reactivated the facili- 
ty's computers and security systems. Any 
Mechs approaching the facility will 
trigger an alarm and warm the pirates of 
their approach. 

During the course of the adventure, 
the party will run into standard pirates 
who are in the base. Unless other wise 
noted, they have stats as follows: 

Standard Pirate. Attributes: BLD 5 
(7+), REF 5 (7+), LRN 3 (9+), CHA 3 
(9+); Characteristics: Athletics 8+, Physi- 
cal 8+, Mental 10+, Social 10+; Skills: 
Blade 2 (6+), Drive 2 (6+), Small Arms 3 
(5+), Unarmed Combat 3 (5+); Equip- 
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ment: armored vest, pulse laser pistol 
(Range: 1-2/3-4/5-8, Damage: 3d6). 

The Mech base has been abandoned 
for many years and Blood’s men have 
made no attempt to clean things up. The 
interior of the facility is covered with a 
thick layer of dust and grime. 


Map Key 

1) The Entrance. The entrance to the 
facility is a huge metal door painted to look 
like part of the mountain from a distance, 
but up close it wouldn’t fool anyone. Set 
into the Mech bay door is a smaller man- 
sized entrance. Surprisingly, the door is not 
locked, and characters can walk right in. 
Characters who check along the cliff face 
may make an Intuition role to see if they 
find the secret hidden entrance. 

2) The Guard Room. The guard 
room is currently uninhabited. This room 
obviously was once the check point for 
anyone entering the facility. Presently, 
there is no guard and the pirates feel 
confident there is no imminent danger to 
contend with. There is a desk, a comfort- 
able chair and an icebox. Inside the ice- 
box is a container of syntho alcohol. In 
the lower drawer of the desk are a few 
copies of questionable reading material 
which look as though they've been read 
numerous times. 

3) Rec Room. The rec room was the 
off duty hangout for Mech pilots sta- 
tioned here. The walls are lined with pic- 
tures of different Mechs and Mech pilot 
heroes. There are several comfortable 
chairs, a card table and a bar. Lying on 
the bar is a pirate who has obviously suc- 
cumbed to the effects of too much liquor 
consumption. He is surrounded by empty 
bottles and reeks of liquor. The smell of 
liquor is noticeable to anyone coming 
within five feet of him. The pirate cannot 
attack characters and if they revive him, 
he is so inebriated, he will only be able to 
babble incoherently. 

4) Elevators. These open elevators 
are the only way to reach the central con- 
trol room. Unfortunately, the elevators 
are locked in the up position and, unless 
a character uses a skill in electronics to 
get them to work, he/she will have to find 
a way to climb up forty feet. 

5) Mechanics Room. The mechanics 
room is lined with shelves of tools and 
spare small parts for the Mechs. Also in 
the room are two basic tool kits, a recharg- 


er, and a deluxe tool kit. The door to the 
Mech bay is locked. 

6) Equipment Weapons Room. 
The door to this room is locked. If the 
party gets inside, they find what remains 
of a small arsenal that was once stored 
here. The room has obviously been ran- 
sacked more than once, but the following 
items remain: medipack (4/C), one light 
environment suit, rangefinder binoculars; 
mini stun stick (3B), and hold out laser 
pistol (3B). 

7) Briefing Room. The briefing room 
is the room where Mech pilots would find 
out about their missions. There is a long 
table and chairs that sit in front of a 
holodesk. The holodesk is a virtual reality 
3D tool that shows different combat 
sequences or target locations. 

Currently, there is a disk in the 
holodesk and, if the players figure out 
how to turn it on, it will show a battle 
between three Mechs from the facility and 
eight attacking Mechs. The battle takes 
place on the Killing Zone and the three 
Mechs end up winning with only one 
being destroyed. 

On the floor are four metal objects 
which are shaped like miniature hawks. 
On the holodesk is a black control panel. 
The four mysterious objects are hovering- 
cameras. When the control pad is activat- 
ed, the user can program the hovering- 
cameras to exit the base and record activ- 
ity in any location he chooses to send 
them. The resulting footage is transmitted 
back to the holodesk and can be viewed 
live or recorded. If the party tampers with 
the controls, the cams will activate, fly a 
few feet in the air and then hover, record- 
ing the activity of characters. They will 
then fly off to wherever the current pro- 
gram indicates. A character can make a 
Mental roll to figure out how to operate 
the cameras. 

8) Office. The office is currently 
occupied by one pirate. His name is Gar- 
rett Brandis and and he is more attuned 
to accounting than fighting. If the party 
gets him at a disadvantage, he will give up 
or run. The room contains a couple of 
desks, file cabinets and shelves. On the 
desk that Garrett is sitting at, is a propos- 
al that calls for the delivery of twenty-five 
Mechs in return for a Drop Ship. The 
proposal is signed by two people, but the 
signatures are unreadable. 

9) Dressing Room. The dressing 
room is lined with standard lockers and 


benches. The lockers are empty except 
for a few items: Mech warrior combat suit, 
gyrojet rifle, micrograde, and light envi- 
ronment suit (3/B). 

10) Personal Quarters. This is 
where Francisco Blood has made his quar- 
ters while residing here. The room is a 
shambles. Hanging on the wall are a ban- 
ner from the Games on Solaris VII and a 
couple of hard copy printouts from the net 
about the pirate Lord Blood (tell the play- 
ers the person staying here seems to be 
quite a fan). There is a chest of clothes, 
baggy pants, etc. The secret door is con- 
cealed behind Lord Blood’s bunk. (Lord 
Blood and his men don’t realize it’s there.) 

11) Personal Quarters. Upon 
opening the door to this room, the party 
will see that it has been cleaned and obvi- 
ously recently inhabited. Upon explo- 
ration, the party will find five small black 
jumpsuits in the closet and many exotic 
female fineries and clothing. The person 
now living here is obviously a woman of 
exceptional taste. There is nothing else in 
the room. 

12) Mech Captains Room. Loung- 
ing in a makeshift hammock is Narl Besh- 
nir, Lord Blood’s right hand man. He 
seems to be reading one of those ques- 
tionable magazines from the desk in the 
guard room. As soon as he realizes the 
party's presence, he will flip out of the 
bed and use his fast draw ability to come 
up shooting. If the battle lasts more than 
a couple of rounds, he will make his way 
to the dresser and grab his laser rifle. Narl 
will not allow himself to be taken alive. 

Narl Beshnir. Attributes: BLD 3 (9+), 
REF 4 (8+), INT 6 (6+), LRN 5 (7+), CHA 
3 (9+); Characteristics: Athletics 11+, 
Physical 8+, Mental 7+, Social 9+; Skills: 
Gambling 1 (6+), Blade 2 (6+), Drive 2 
(6+), Small Arms 2 (6+), Unarmed Com- 
bat 3 (5+), Streetwise 2 (7+); Equipment: 
armored vest, pulse laser pistol (Range: 1- 
2/3-4/5-8, Damage: 36). 

13) Lead Mech Pilot’s Quarters. 
This room also looks lived in. The bed has 
a thermal blanket on it and there are 
numerous pieces of clothing strewn about 
the room. The current inhabitant is obvi- 
ously a collector of memorabilia based on 
the arena games. He has hundreds of pins 
and patches from different teams stuffed 
in boxes or on his jacket, which hangs in 
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the closet. The lead Mech pilot is currently 
with Lord Blood making the delivery. 

14) Barracks. This room is typical of 
any barrack. Several bunks with small 
chests line the walls in rows. Currently, 
there are four men lounging in the beds 
in the far corner. All are standard pirates. 
They will fight if attacked or if they dis- 
cover the party does not belong there. If 
given an opportunity, they will run for the 
Mech bay to alert the others. 

15) Mech Defense Pods. These are 
pods made to be operated by a single 
man. Each pod houses a PPC cannon 
and a grenade launcher. They are to be 
used to give Mechs cover-fire should the 
base ever be under attack. 

16) Mech Cannon PPC. The PPC is 
a very powerful cannon used to clear the 
departure area for Mechs leaving the 
base. The PPC can be operated manually 
or from the central control room, using 
video monitors. This is a mass destruction 
weapon designed to destroy any attacking 
Mech in the pathway of the door. If 
Mechs in this area are hit and explode, 
resulting blasts in this corridor may also 
do damage to the cannons at area 15. 

17) Mech Bay. The Mech storage 
facility has been the home of much activity 
these days. Currently, there are sixteen 
(16) Mechs left in the bay, and Lord Blood 
has put them under the watchful eye of 
two (2) guards. The guards will attack any- 
one entering the bay that does not identify 
themselves as being allies to Lord Blood. 
Shots fired in the Mech bay will bring rein- 
forcements from rooms 12 and 14 if they 
have not already been encountered. 

The sixteen Mechs are in good condi- 
tion (except as indicated with an asterisk (*) 
which are inoperable) and are as follows: 


1) Locust 

2) Urban Mech 
3) Wasp 

4) Vulcan 

5) Hermes II 
6) Phoenix Hawk. 
7) Warhammer 
8) Rifleman 

9) Marauder 
10) Stalker 

11) Cyclops 

12) Battlemaster 
13) Warhammer* 
14) Locust* 

15) Locust* 

16) Battlemaster* 
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The Mechs have standard and basic 
weapons for their models and are 
hooked into the central control room by 
special monitors. 

Upon securing the Mechs, the charac- 
ters will have just enough time to look the 
Mechs over and find that the cyber securi- 
ty codes are blank, meaning characters 
can get the Mechs ited. 

18) Central Control Room. The 
heart of the entire facility, this room has a 
circular viewing area which allows the 
techs inside to get a clear view of the 
Killing Zone and help their Mechs in the 
battle. Inside the room is a central control 
desk where there are hookups which allow 
private communication between the techs 
and the Mech pilots. The control room 
allows the techs to become something 
akin to “air-traffic controllers” for the Bat- 
tleMechs in the Killing Zone, and allows 
them to provide supporting fire. This gives 
the base’s Mechs a great advantage when 
engaging other Mechs within the perime- 
ter of the Killing Zone. Any Mech pilot 
connected to someone at the control desk 
gains +3 Bonus to both Piloting and Gun- 
nery of the their Mech. One skilled techni- 
cian can easily help up to six Mechs at 
one time on the battlefield. (Characters 
can use this to their advantage in the final 
battle.) Also in the room are the controls 
to all support systems of the base and a 
camera pod which operates the Mech can- 
non and Mech defense pods. There is also 
a control pad for the hovering-cameras in 
(7) though it will take a Mental roll to 
reestablish the link with the holodesk 
through the computer net. 

If the players attempt to retrieve the 
security files (as requested by House Kuri- 
ta), they will find these files are safeguard- 
ed by a security code. A character making 
his Security Systems roll can bypass the 
code, but the resulting data will show no 
indication of the secret bases or their 
location. Thus, the files are useless. 





The Final Battle 


Lord Blood and Shawntae are return- 
ing from the Drop Sight where they just 
passed on thirteen Mechs to the black 
marketers. Lord Blood is in an Axeman 
and Shawntae is in a Quickdraw. The two 
Mechs are escorting three covered trucks 
with large flatbed trailers back to the 
base. (Note: Each truck holds five stan- 
dard pirates.) 
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If attacked from the base, Lord Blood 
and Shawntae will split up and try to draw 
fire away from the trucks in order to 
make it back to the base. (They have 
plenty of Mechs, but no other means of 
transportation to haul the BattleMechs to 
the pickup point. For setup purposes, the 
combat will be fought on a plain grid map 
with no obstructions for miles in any 
direction, except for the cliff face of the 
Mech base. (Note: If there are more than 
four or five characters in Mechs and they 
severely outclass Lord Blood and Shawn- 
tae, the GM may opt to include Lord 
Blood’s lead Mech pilot, and have him 
arrive in a Phoenix Hawk.) If the party 
lets the trucks pass unharmed, they will 
return to the base where the remaining 
pirates will try to take any surplus Mechs 
and join the fight. 

If the party wins the battle, they will 
soon learn that Lord Blood has a very 
high price on his head (50,000 Cbills). If 
they capture him alive, they may turn him 
in. Lord Blood, of course, will offer to 
buy his own freedom from his personal 
stash of treasure (which will require a sec- 
ond adventure to accompany him to it). 
Shawntae, on the other hand, will switch 
sides without blinking an eye if she thinks 
it’s to her advantage. 
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Stats for Lord Blood and Shawntae are 
as follows: 

Lord Blood. Attributes: BLD 5 (7+), 
REF 5 (7+), INT 5 (7+), LRN 5 (7+), 
CHA 4 (8+); Characteristics: Athletics 
8+, Physical 8+, Mental 7+, Social 9+; 
Skills: Engineering 2 (6+), Gunnery/Mech 
4 (4+), Small Arms 3 (5+), Unarmed 
Combat 3 (5+), Security Systems 2 (6+), 
Piloting Mech 2 (6+); Equipment: armored 
vest, hold out laser pistol (Range: 1-2/3- 
4/5-8, Damage: 3d6), vibro dagger; Bat- 
tleMech: Axeman. 

Shawntae. Attributes: BLD 3 (9+), 
REF 5 (7+), INT 5 (7+), LRN 5 (7+), CHA 
7 (5+); Characteristics: Athletics 8+, Phys- 
ical 9+, Mental 7+, Social 7+; Skills: Sur- 
vival 2 (6+), Gunnery/Mech 4 (4+), Small 
Arms 2 (5+), Unarmed Combat 3 (5+), 
Security Systems 2 (6+), Piloting Mech 2 
(6+), Seduction 2 (5+); Equipment: Nakja- 
ma laser pistol (Range: 1-4/5-9/10-14, 
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Damage: 3d6) armored body suit (2A); 
BattleMech: Phoenix Hawk. 


Conclusion 


As stated before, this adventure was 
designed to get players started and, hope- 
fully, equip them with their first Mech. 
There are several opportunities for the 
fledgling BattleTech GM to develop fur- 
ther adventures from seeds planted here. 
Lord Blood could bribe or ransom him- 
self, leading the party to hostile pirate 
bases. House Kurita could renege on their 
agreement and threaten to confiscate the 
Mechs because no security files were 
retrieved. The Retrieval Ship could be late 
or not show up at all, forcing the players 
to cut a deal with Lord Blood or the Black 
Market Merchants. Or...the players could 
decide to keep the computer files with the 
maps and sell them to the highest bidder. 
Have fun! Q 
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he silence of the bunker was sud- 

| denly shattered by the scream of 

two alternating sirens. Commander 

Fulton half fell from his cot and stumbled 

for the door. As he entered B12’s Control 

Center, he fumbled with the buttons on his 

duty uniform and scanned the status moni- 

tor. A dozen specialists were already mak- 
ing their way to their duty terminals. 

“Damn,” thought Fulton as he watched 
the power curve on the monitor soar. This 
was a major breach. 

He spotted Lt. Roget as she stepped 
off an elevator pad and motioned for her 
to follow him as he made his way to the 
Mission Control console. 

“What's going on sir?” the Lieutenant 
asked as she fell in behind him. 

The console was lit up like a Christmas 
tree. Fulton ran his hand through his hair 
and shook his head. 

“We've got problems,” he answered 
matter-of-factly. He immediately initiated 
an analysis program and paused as the 
initial data filtered onto the screen. “It 
looks like twelve Ferrets have made a 
successful jump.” 

Lt. Roget stepped up beside him and 
began keypunching access codes. “Twelve? 
Intelligence hasn't indicated any groups 
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with the resources for such a large breach. 
Any chance this is a drill simulation?” 

Fulton glanced at the Lieutenant's mon- 
itor and raised an eyebrow. “No, I think 
this is the real thing.” 

“Look at this!” Lt. Roget used her finger 
to trace a line along the monitor. “It’s a 
tight energy band. These guys don’t seem 
to be worried about detection. Do we have 
a pinpoint on the target window?” 

Fulton’s skilled fingers danced across 
the keyboard. The resulting data made his 
jaw drop. “Lord a’ mighty, it’s a Scatter 
Team. Looks like they've paired off - 1 
count six windows: France — April, 1936; 
Australia - June, 1904; West Texas - 
May, 1884. I can’t get a bearing on the 
other windows, but they seem to fall 
between the years 1964 and 1972.” 

Lt. Roget cursed under her breath. 
“We'd better get Alpha Team on deck. I'll 
run a historical correlation with the dates 
to see if there are any patterns.” 

“Alpha Team hell! This is going to 
require full activation.” He picked up the 
commo-handset and punched the Full 
Alert Status button. A startled voice on 
the other end of the line picked up. 

“I want teams Alpha, Bravo and Char- 
lie on deck in fifteen minutes! Have them 
draw full weapons and PTUs. We've got 
Ferrets, mister! This is not a drill, so no 
screw ups.” 

Fulton didn’t bother to wait for an 
acknowledgement. He continued to scan 
the incoming data. 

“Lieutenant, I want you to trace that 
power surge and notify the fly-boys. At 
least we can take out that isolation cham- 
ber and shut them down.” 

“No good sir!” she immediately 
answered. “They cloaked their tracks with 
a surge-repeater. Damn, these guys are 
good. All I can tell you is that the Scatter 
Team jumped from somewhere west of 
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the Mississippi. It’s gonna take a few 
hours to get a solid trace.” 

Fulton clenched his fist and banged the 
side of his terminal. “Well, that's it then. 
It's up to our little band of merry men and 
women. Let’s hope the Retrievers can 
mop these guys up.” 


oo 


In the last issue of SHADIS, we went 
over a detailed history of the discovery of 
time travel and its impact on society. As is 
usually the case with scientific and techno- 
logical advances, the power of time travel 
was adapted as an instrument of terrorism 
by various fringe groups. These organiza- 
tions hoped to use time travel as a weapon 
to fulfill their agendas. When the activities 
of these groups came to light, the world 
reacted with fear. The prospect of time- 
terrorists altering and tampering with his- 
tory made the threat of nuclear war pale in 
comparison. The nations of a 23rd Centu- 
ry Earth formed a unified front against the 
threat and established B-12, an interna- 
tional agency devoted to guarding the 
gates to the past. This installment takes a 
closer look at B-12 and the infamous 
Retrievers who served as the sentinels of 
time. We will also take a closer look at the 
various time-terrorist organizations. Finally, 
we will cover the process of time travel in 
greater detail. 

I was pleased to hear from several 
readers who are busy at work on their 
own time travel campaigns. I would love 
to hear how these campaigns develop. 

Remember, this material is presented 
in a generic format so that it will be useful 
to a wider section of our readership. Any 
creative GM can adapt this material to his 
own Dark Future or sci-fi campaign with 
little difficulty. 
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B-l2: 
The Sentinels of Time 


In our last issue, we covered the found- 
ing and early development of B12. Now 
let’s take a closer look at this organization 
and its mission. 


The B12 Compound 


B12 is essentially a military organiza- 
tion comprised of a multi-national force. 
It was formed in 2307 after the plots of 
several time-terrorist groups were uncov- 
ered, alerting the world to the new threat. 

Hastily formed, B12 took its name 
from the bomb shelter in which it set up 
offices. Bunker 12 was a network of 
abandoned bomb shelters which had been 
tunneled deep into the mountains near 
Zurich, Switzerland. Later when it 
became clear that B12’s mission would be 
an on-going one, the bunker system was 
expanded and upgraded. 

Today, the B12 Compound is con- 
tained within two miles of tunnels and 
chambers that lie almost 200 feet under 
solid rock. 


The GM can map out the facility 
according to his own inclinations. The 
facility includes the following features: a 
central computer, twelve isolation cham- 
bers, twenty-four Robotic Surveillance 
Units (RSUs), four Antion Wave Disrupter 
Pods, two fully stocked Armories, a 
Research and Development Lab, an His- 
torical Library, three barracks (capable of 
quartering 300 soldiers), seventy-five Per- 
sonal Quarters modules for officers and 
VIPs, a Recreation Hall, and a Mission 
Control Center. 

The Compound is powered by its own 
Fusion Reactors and has its own source of 
water. An air-filtration/dehumidifier sys- 
tem has been placed throughout the 
entire compound, making living condi- 
tions a little more pleasant. 


B12 Organization 


Originally, B12 was conceived as a 
watchdog organization, simply gathering 
intelligence that could be used by existing 
military/police organizations around the 
world to apprehend time-terrorists 


The first director of B12, Admiral 
Jason Stanworth; immediately began to 
build B12 along a different line. He felt 
that the threat of time-terrorism called for 
a powerful, heavily armed military/police 
force with centralized control. As Admiral 
Stanworth explained before a UN Council 
in 2309, “We aren't playing with nice 
guys here, gentleman. They don’t own a 
copy of the rulebook and they don’t play 
fair. B12 needs teeth to back up its bark. 
Don't fool yourselves. There are no tap- 
backs in this game. If these guys win, they 
win for good, ‘cause we ain’t gonna be 
around to say different.” 

Because of Admiral Stanworth’s stub- 
born insistence, he was given the power 
and authority he requested. B12’s budget 
was vastly expanded and the Admiral went 
on the shopping spree of the century. 


B12 Chain of Command 


B12 has a chain of command like that 
of any military organization. Rank and 
Insignia are similar to those of the United 
Nations’ Peace Keeping Forces. 
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SenTiCom 


SenTiCom (the United Nations’ Sen- 
tinels of Time Committee) is comprised of 
forty-five UN delegates who serve a three 
year term. SenTiCom serves as watchdog 
over B12, to ensure it does not overstep 
the limits of its charter. It also serves as a 
mediator between B12 and the United 
Nations, making budgetary requests and 
analyzing B12’s written progress reports. 


Director of B12 


The Director of B12 is appointed by 
SenTiCom and retains the office until 
removed or a resignation is submitted. 

The Director of B12 answers directly 
to SenTiCom and must submit a weekly 
written mission report to the committee. 
The Director must also appear in person 
before the committee at a quarterly con- 
ference in Washington DC. 


Vice Director of B12 


The Vice Director is selected by the 
Director and approved by SenTiCom. 
The Director of B12 normally delegates 
an enormous amount of responsibility to 
his Vice Director. It is the Vice Director 
who the rank and file of B12 have the 
most contact with. 


B12 Branches 

There are five branches to B12. 

1. Intelligence Branch. The Intelli- 
gence Branch uses a sophisticated net- 
work of surveillance equipment to detect 
time-terrorist activity. It also heads up a 
team of field agents who gather informa- 
tion and collect data both on terrorist 
groups and various suspect nations. 

2. Research & Development 
Branch. The R&D Branch of B12 saps 
85% of the total B12 budget. It is in a 
constant race with improving existing 
technology while seeking counter-majors 
to various time-terrorist ploys. R&D is fur- 
ther split into several divisions which con- 
centrate on such things as isolation cham- 
bers, Wave Disrupters, etc. R&D actively 
seeks out and recruits the top scientific 
minds in the world. Much of the technolo- 
gy they develop has overlapping applica- 
tions for more conventional military orga- 
nizations and is released under a “shared- 
knowledge” agreement through the UN. 

3. Response Branch. The Response 
Branch is responsible for the popular 
image the public associates with B12. 
This branch encompasses the infamous 
Retrievers and other field agents who use 
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force to complete their mission. As men- 
tioned before, Retrievers are allowed to 
sign movie and book contracts exploiting 
their adventures (although such material is 
carefully scrutinized by B12 to avoid secu- 
rity breaches). 

In addition to the Retriever Division, 
this branch also includes a special forces 
contingent of conventional soldiers and 
equipment. This contingent, dubbed Hell 
Fire, is a rapid response unit and includes 
a squadron of attack jets, sixteen person- 
nel carrier helicopters and 600 highly 
trained men and women. 

Depending on the situation, Hell Fire 
may be called upon to do an air-strike on 
an isolation chamber located by Intelli- 
gence, or drop in a Reaction Team to take 
out a terrorist training camp. It should be 
noted that Hell Fire deals strictly with con- 
temporary situations — they are not trained 
for, or involved with time-missions. That 
job is left to the Retrievers. 

4. Training Branch. The Training 
Branch is responsible for scouting and 
recruiting potential B12 agents and train- 
ing them once they are signed on. Early 
training takes place at universities and 
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military academies around the world. 
Final training takes place at B12. Manda- 
tory training and testing of the agents is 
necessary on a continuous basis following 
graduation, in order to keep them current 
with new equipment and technology. 

5. Administration Branch. The 
Administration Branch oversees all other 
branches to ensure B12 is run smoothly 
and efficiently. This branch includes such 
divisions as Awards and Ceremonies, Pro- 
motions, Assignments, Health Care, 
Counseling, etc. It also includes B12's 
Legal Department and Public Affairs. 


Retrievers 

Since most player-characters will be 
taking on the role of Retrievers, let’s take 
a closer look at these fascinating soldiers. 
1 have listed various skills that are looked 
for, and instilled in, the Retrievers. The 
GM should be able to adapt these skills to 
those appropriate to the game system he 
is using. 
Retriever Academy 


Once recruited, the potential Retriever 
undergoes a rigorous gauntlet of testing 


35 


Just A Matter of Time 


and training. Only one out of thirty stu- 
dents accepted into Retriever Academy 
complete training. Students who fail to 
meet the standards are given the option 
of terminating their enlistment or being 
reassigned to other duties at B12 that 
they qualify for. 

Retriever Academy takes eighteen 
weeks to complete. After graduation, the 
student is given sixty days leave before 
reporting to duty. 

Basic Training (BT). The first eight 
weeks at the Academy is a Basic Training 
course. Here the students are put under 
varying degrees of mental and physical 
stress, hopefully screening out students 
with potential problems. Students are 
trained in a wide variety of weapons, 
basic strategy and combat skills, such as 
HTH Combat, Small Arms, Semi Auto- 
matic Weapons, First Aid, Map Reading, 
Leadership, and Teamwork. 

Depending on test results, students 
are then placed into an Advanced Train- 
ing Program. 

Advanced Training Program 
(ATP). Advanced Training Programs are 
nine weeks in length. There are numer- 
ous curriculums for ATPs. ATPs are tai- 
lored to groups of students sharing com- 
mon skills and attributes. This allows B12 
to train agents with a wide variety of skills 
and specialties, including History, Ancient 
Languages, Small Tactics, Antion Wave 
Theory, Computer Tech, Political Sci- 
ence, etc. 

Time-Jump Training. After graduat- 
ing ATP, potential Retrievers must under- 
go a final week of training at B12. The 
week's training concludes with an actual 
time-jump. Students are paired with 
veteran agents and are sent into the past 
and retrieved. The target windows chosen 
are locations and dates with a low chance 
of incidence. 

Post-Training. After graduation 
the Retriever is assigned to a Cadet Team 
at B12. 

Cadets are assigned as partners with 
veteran Retrievers. Current B12 policy 
requires Cadets to make sixteen time- 
jumps with a partner before they are 
assigned solo missions. 


Response Teams 


Upon completion of Cadet status, the 
Retriever is assigned to a Response 
Team. Response Teams pull rotational 
duty which includes Alert Status (three 
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weeks), Standby Status (four weeks), and 
Down Status (one week). At any one 
time, there are always three Response 
Teams on Alert Status, one beginning its 
tour of duty (Alpha Team), one in the 
middle of its tour (Bravo Team), and one 
on its last week (Charlie Team). When on 
Alert Status, Retrievers must spend twen- 
ty-four hours a day in the B12 facility 
with drawn weapons and gear. (There are 
special barracks for teams on Alert.) 
Teams on Standby Status are allowed to 
leave B12 on forty-eight hour pass, but 
are on call and must be able to return to 
B12 within thirty minutes of a recall sig- 
nal. Teams on Down Status are consid- 
ered to be on Administrative Leave and 
are free to travel and do as they please. 
Response Teams, by regulation, are 
supposed to have twenty-four men and 
a Team Leader. In practice, most teams 
have from four to twelve Retrievers because 
there is such a shortage of qualified agents. 


Tools of the Trade 


In the last issue, Part One of Just A 
Matter of Time briefly looked at some of 
the Retriever's primary pieces of equip- 
ment. Here is a more detailed overview. 

BR-L47 (aka Slammer). The BR- 
L47 is an energy weapon designed by 
B12’s own Research & Development 
Branch. It has proved to be very unpopu- 
lar with Retrievers, some of whom have 
flatly refused to use it. In theory, the L47 
fires a disruptive bolt of energy up to 300 
yards, disrupting any Energy Matrixes on 
out-of-phase targets. The weapon, how- 
ever, has a major design flaw. Occasional- 
ly, upon firing, the weapon arcs — disrupt- 
ing the firer’s Energy Matrix and sending 
him home. Many red-faced agents have 
stormed off the deck threatening to throt- 
tle the R&D labcoats. The problem has 
never occurred in contemporary testing, 
leaving R&D to believe the problem has 
something to do with Antion Wave insta- 
bility. A new model, BR-L47a has been 
recently issued. R&D claims the problem 
has been “hampered but not eliminated.” 

Dispersal Device (aka Roman Can- 
dle). This device is only issued to experi- 
enced Retrievers. It is a small electronic 
device that resembles a baton. When the 
safety pin is pulled from one end, a panel 
ejects on the side revealing a small LED 
panel and number keypad. The agent 
punches in a time delay sequence and with 
various settings he can delay the blast from 











five seconds to five hours. He can also con- 
trol the area of the blast from a radius of 
ten feet to 150 feet. The device is harmless 
to natives of the target window. The result- 
ing blast creates a sphere of electronic tur- 
bulence that will disrupt any Energy Matrix- 
es within it, sending any out-of-phase trav- 
ellers and equipment back to their originat- 
ing time period. 


Out-of-Phase Detector 


Mlustration by Greg Breault 





Out-of-Phase Detector (OPD) (aka 
Ferret Detector). The OPD is designed 
to detect the Energy Matrix used to hold 
a time traveller in the past. This allows 
Retrievers to quickly identify and distinguish 
Ferrets from natives of the target window. 

This device is available in several con- 
figurations. It can be fitted as a rifle 
scope, or attached to a helmet visor or 
camera lens. Some Retrievers prefer the 
Monocle variety which is simply a small 
lens resembling a jeweler’s loop and can 
be easily concealed in the pocket. The 
most popular form, however, is the binoc- 
ular version shown above. Besides detect- 
ing Energy Matrixes, it has a night vision 
mode and a chronometer. It also func- 
tions as a normal pair of binoculars. 
OPD’s are battery-powered. Depending 
on the options of the OPD and frequency 
of use, battery life is 72-120 hours. 


Recall Patch 
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Recall Patch (aka Popper). As 
originally designed, this device was a Fully-equipped Retriever 
small metallic disk that was sewn into the 
lining of an agent’s clothing (thus a 
“patch”). Later the patch was enhanced 
with various safety features and options. It 
is now a bit larger and is normally worn 
on the wrists or slung from the belt. 

When the agent hits the Recall Patch, 
the unit disperses the Energy Matrix which 
is holding him in the past. Once the field 
is dispersed, the agent pops back to his 
time period of origin. Some patches have 
a built in sensor that tells the wearer when 


he is being scanned by an OPD. 


Portable Time Unit 


IMlustration by Greg Breault 





Portable Time Unit (aka Sidekick- 
er). The PTU houses a small personal 
computer and an Energy Matrix Genera- 
tor. It permits the time traveller to spend 
an extended period of time in the past by 
amplifying and maintaining the Energy 
Matrix. The PTU can be configured for 
various mission types. The MKIV shown 
above includes a skip-module that allows 
the traveller to make limited jumps into 
other target windows without returning 
to the present. This essentially allows 
him to skip across Antion Waves. PTUs 
can be uploaded with historical databas- 
es, language files, etc. By overloading the 
Energy Matrix Generator, the PTU can 
be transformed into a Dispersal Device 
with a blast radius of 100 yards. The 
PTU are powered by fusion chambers 
which can power the device for up to 
three months. 

Antion Wave Disrupters (AWD). 
Antion Wave Disrupters come in two vari- 
eties. They all serve the same purpose - to 
disrupt Antion Waves and render them 
useless to time travellers. As noted in Part 
One, Antion Waves are highly unstable 
and difficult to isolate and tap. Once an 
AW is tapped, a broad band of waves 
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centering around the tapped AW are dis- 
rupted. This natural phenomena is the 
single best defense that B12 has against 
illegal time-jumps. 

1. Antion Wave Disrupter MKI. 
The MKI is a large device (about the size 
of a small house) that is usually set in a 
reinforced concrete bunker and powered 
by a self-contained fusion reactor. These 
have been installed at strategic points 
around the world. At last count there 
were 336 MKls in operation. Each device 
is programmed to isolate Antion Waves 
of a specific period in history and contin- 
ually isolate waves, tap them and close 
them, The resulting disruption of Antion 
Waves makes a breach to that window of 
time very difficult and/or dangerous. 

2. Portable Antion Wave Dis- 
rupter. This device resembles a PTU, but 
is slightly larger and heavier. It can be 
dropped in the past and left to intermit- 
tently disrupt Antion Waves of that peri- 
od. It is a short-term way of closing time 
travel to a specific date and is used pri- 
marily to prevent Skippers from escaping 
into another time period, forcing them to 
return to their native time period instead. 

Dispersal Pod. The Dispersal Pod 
has just recently been cleared for field use. 
They are large disc-shaped, unmanned 
vehicles (approximately forty feet in diam- 
eter) that can fly at speeds up to 1200 
miles per hour. Dispersal Pods are sent 
into the past through the isolation cham- 
bers. They fly at high altitude on pre-pro- 
grammed flight paths, scanning the sur- 
face for the Energy Matrixes of Ferrets 
and Skippers. Once an out-of-phase target 
is located, the pod engages its dispersal 
generators. The Dispersal Pod can disrupt 
any Energy Matrix within a three-mile 
radius. Unfortunately, it can only make 
one such attack per time-jump. After com- 
pleting a mission, it takes twenty-four 
hours to refit and repower the pod for 
another mission. 

Note: After the Dispersal Pods had 
logged nearly one hundred missions, an 
observant labcoat in B12 Intelligence made 
a very interesting discovery. The target- 
windows of several Dispersal Pod Missions 
corresponded exactly with several famous 
UFO sightings from the 20th Century. 
After further research a photo of a UFO 
taken in Paris in 1963 was determined to 
be a Dispersal Pod. How surprised 20th 
Century man would have been to discover 
it was not little green men who were 
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invading their skies, but invaders from 
their own future! 


Time-Terrorist Organizations 

Obligatory Disclaimer: The terrorist 
organizations described in this article are 
exactly what they should be - the bad 
guys! They are the villains presented for 
the players to fight against and overcome. 
I wrote this article under the assumption 
that the present day evils of the world 
would still be with us in the future - only 
in a slightly different form. The following 
groups are not meant to be played by 
player-characters. The presentation of 
such groups here is in no way advocating 
their belief systems or agendas. 


Delta Brigade 


Power Base: strong. Financial Base: 
strong. This terrorist organization is an 
offshoot of a powerful Neo-Nazi organiza- 
tion, The New Reich. Its founder, Irwin 
Kaufman, became disenchanted with the 
New Reich when he realized its member- 
ship didn’t have the “fire of the heart” to 
use violence to achieve their aims. Under 
his leadership, Delta Brigade became an 
aggressive force, intent on establishing an 
Aryan Nation in Europe. 

The Delta Brigade has conceded that 
necessary public support can never be 
raised in the current society. Kaufman 
argues the Aryan races have been educat- 
ed and brainwashed with propaganda, 
and so they now fail to realize their true 
place in the world. 

Inspired by the American time-terrorist 
organization, TaskMasters, Kaufman con- 
structed his own isolation chamber and 
began his time-altering missions into 
the past. Delta Brigade hopes they can 
help 20th Century, Nazi Germany win 
their struggle and achieve supreme 
power. They consider it a small price 
to pay, if they must sacrifice themselves 
and the world as they know it to achieve 
their aim. 

Kaufman, a very charismatic speaker, 
loves to tell his followers that they will be 
the “Unsung Heroes.” Pointing out, that 
if they achieve their mission, their contri- 
bution to the cause will never be known. 


TaskMasters 
Power Base: strong. Financial Base: 
moderate. This organization was the first 


time-terrorist organization to come to light. 
Founded by Wayne McCloud and his white 





supremist followers, the TaskMasters origi- 
nally were intent on altering the outcome 
of the Civil War and ensuring that the insti- 
tution of slavery in the South stayed alive. 
Once B12 learned of the plot and began 
disrupting the Antion Waves of that era, 
the group changed its strategy. Instead of 
maintaining legal slavery in the United 
States, the group is now trying to prevent 
slaves from ever coming to the Americas. 
This would, by their way of thinking, ensure 
white supremacy in America. 


Peace Mongers 

Power Base: moderate. Financial Base: 
weak. This group is perhaps the most 
bizarre known to B12. They have jokingly 
been described as “Militant Pacifists” in 
the press. Founded by Vince Demecurio, 
the group's goal is to alter time so that 
20th Century man will unleash a full-scale 
nuclear war on himself. 

The theory, according to Demecurio, 
runs as follows: 

“In the resulting war, two-thirds of 
mankind will be obliterated. Society as we 
know her will collapse - and for a time it 
will appear that the doom of mankind is 
imminent. The tidal wash of several 
decades, however, will see mankind 
reemerge from the white ashes. It will be a 
newer, wiser form of humanity; one with 
the knowledge of the horrors of war 
inscribed on the fleshy tablet of his heart. 
This new society will not tolerate war. It 
will not condone the taking of life to settle 
disputes. Nuclear holocaust, as was feared, 
will not bring about the annihilation of 
man, but rather the death of war.” 

As a result, a group advocating peace 
is the most threatening of the time-terror- 
ist organizations. 


Ferret Modus Operandi 


For every advance and tool that B12 
develops to aid them in their mission of 
thwarting time-terrorists, Ferrets develop 
their own counter-measures and proce- 
dures. It is a never-ending race, with each 
side striving to obtain an advantage over 
the other. Attrition among Ferrets is very 
high. 80% of all Ferret jumps result in the 
death or capture of the Ferret. Only the 
best and brightest have managed to stay 
ahead of B12 and avoid capture. So the 
various time-terrorist organizations are 
constantly searching for and recruiting 
new agents. 
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Over the years, Ferrets have developed 
their own bag of tricks (some of which are 
quite effective) to assist them in evading 
capture and/or detection. The following 
is a brief list of the more common tactics 
currently in use: 


Scatter Teams 


When Antion Waves are isolated and 
tapped - there is an unavoidable rippling 
of a broad band of Antion waves in which 
the tapped wave is centered. (Antion 
Wave Disruption) This ripple is easily 
detected and monitored through B12’s 
world wide network of Antion monitors. 
Once a ripple is detected, B12’s comput- 
ers can quickly determine the target win- 
dow and send in a Retriever team. 

Ferrets quickly learned that the 
computers could be fooled if multi- 
ple Antion Waves were tapped 
and several agents were sent in 
at the same time. This creates 
severe turbulence in a broad 
band of Antion Waves, mak- 
ing it very difficult to pin- 
point the tapped waves and 
thus, leaving B12 to guess 
the exact target window of 
the Ferrets which makes 
for a difficult search. 


Surge-Repeater 

A relatively new piece of 
equipment, this counter- 
measure uses a computer 
link with the time-facility’s 
Fusion Reactor. After a time- 
jump is made, the computer 
emits surges of energy into the 
local power net and utility lines. This 
makes it extremely difficult for B12’s 
monitoring facilities to pinpoint the isola- 
tion chamber. Since most time-terrorist 
facilities are semi-mobile, the delay gives 
them a chance to break down and relo- 
cate their equipment before the authori- 
ties arrive. 


Skipping 

As mentioned before, many Ferrets 
have discovered the advantages of skip- 
ping. By carrying a portable time unit 
(PTU) with him, the Ferret skips to anoth- 
er target window without returning to the 
present. There are inherent dangers in 
skipping. The Skipper takes the risk that 
the Energy Matrix which protects him 
from the ill-effects of time travelling will 
be disrupted or dispersed — such an event 
could prove fatal. 
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dumping-Janet 

This tactic was developed by Janet 
Yoland, a Ferret of great renown, who 
was eventually captured by B12. It was so 
effective that many Ferrets have used it to 
great effect. 

Using this procedure, the Ferret jumps 
with a portable time unit (PTU) and a 
portable Antion Wave Disrupter. Upon 
arriving in the target window, the Ferret 
activates the PTU and selects a new tar- 
get to skip to. Before skipping, the Ferret 
sets the time delay on the Wave Disrupter 





























and drops it. Any pursuing Retrievers 
arriving at the scene find the Ferret gone. 
The disrupter prevents them from skip- 
ping themselves and pursuing the Ferret 
further. Instead, they must return to the 
present, gather new data and try again. 


Deja Vu 

Recently, this tactic was used by Delta 
Brigade with deadly results. With this tactic 
a Ferret jumps to a target window. Ample 
time is allowed to pass, giving B12 time to 
respond and send in a Retriever team. 
Then a second group of heavily armed 
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Ferrets are sent in after the Retrievers, 
hopefully ambushing them. Usually, the 
first Ferret has been set up by his comrades 
and has no idea that he is being used as 
bait. This tactic is normally used for the 
express purpose of taking a hit on B12, 
exacting revenge for one of Delta Brigade’s 
fallen agents. 


Time Travel 


Time travel is made possible by isolat- 
ing Antion Waves (see Part One) and tap- 
ping them. Isolating Antion Waves requires 
enormous amounts of energy to open an 
entry window to the past. As a general rule 
of thumb, the smaller the entry window 
(i.e. the more accurate the date the time 
traveller wishes to jump to) the more 
energy is required to isolate, tap and 
hold the window open. 

To hold the window open 
and to hold a traveller and his 
equipment in the past - an 
Energy Matrix is created. If 
this matrix is disrupted, the 
window closes and the 
traveller is snapped back to 
the present. 


The Time Machine 


As we've already dis- 
cussed, the process of time 
travel is not an easy endeav- 
or. It requires the use of high- 
tech equipment and comput- 

ers. For the sake of this article, 
the proper assembly of devices 
that allow time travelling is called a 
Time Travelling Facility (TTF). 
Because of the worldwide ban on 
time travel, key components of the TTF 
are extremely costly and difficult to come 
by. This puts time travelling technology 
out of the hands of the average citizen or 
group. (Much the same way a Nuclear 
Warhead was unobtainable by most 20th 
Century nations.) The following is a list of 
components that must be present in a 
TTF to enable time travel. Items denoted 
with an asterisk (*) are safe-guards that 
help protect the time traveller and could 
be considered optional if the time travel- 
ers personal safety is not a concern. 


Basic Components 


1. Antion Wave Isolation Comput- 
er. These powerful computers use the 
CECPUs (Combat Environment Computer 
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Processing Units) developed for the military 
by Mitsubishi. They are very reliable and 
immune to the powerful spikes and surges 
associated with Antion Wave handling. A 
TIF is only as good as its isolation comput- 
er. There are several models available 
offering different features and safeguards. 

2. Fusion Generator. Enormous 
amounts of energy are required to handle 
Antion Waves, and to send a traveller into 
the past. The power source must also be 
reliable in order to maintain the Energy 
Matrix at a constant flow. Most time-facili- 
ties use state-of-the-art Fusion Chambers 
which take up a small area and are easily 
maintained/repaired. Again there are sev- 
eral models and varieties available. 

3. Energy Matrix Generator (EMG). 
This complex piece of equipment is also 
the most difficult to obtain. The EMG is 
what actually allows the TTF to open a 
window in an isolated Antion Wave and 
send time travellers through it. 

4. Neurolytic Dampner*. The Ener- 
gy Matrix which holds the time traveller 
and his equipment in the entry window is 
destructive to the nervous system, causing 
pain and death within forty-eight hours. 
The Neurolytic Dampner is patched with 
the Energy Matrix Generator and “damp- 
ens” the destructive nature of the matrix. 
Damage to the nervous system still occurs 
over the course of several missions — but 
conventional medical treatment is able to 
offset any side effects. Damaged nerves 
normally heal with treatment in two to 
three weeks. Careful monitoring and 
scheduling of time missions have made 
nerve damage about the same matter for 
concern as the bends are for divers. 


Time Travel Procedure 


The following is a detailed run-through 
of the time travel process. The Game- 
master is encouraged to devise his own 
modifiers and random-mishaps to suit his 
own campaign. 

1. Antion Wave Spectrum is 
scanned by isolation computers to identify 
the waves associated with the target date. 

2. The identified waves are isolat- 
ed in the isolation chamber. 

3. The isolated Antion Waves are 
tapped and an entry window is opened 
by forming an Energy Matrix. 

4. The time traveller and his 
equipment enter the isolation chamber. 


They become part of the Energy Matrix 
and “jump” through the target widow. 

5. The time traveller remains in 
the past for as long as the Energy Matrix 
is maintained. The time traveller can ter- 
minate the mission by disrupting the 
matrix with his recall patch. 

6. Upon dispersal of the matrix, 
the time traveller jumps back to the isola- 
tion chamber. 

7. A band of Antion Waves cen- 
tered on the target window are dis- 
rupted. This makes further trips to 
the same date difficult, as well as 
extremely dangerous. 


Principles of Time Travelling 


Unlike popular science-fiction novels 
and movies, the actual process of time 
travel is very complicated and very restric- 
tive. GMs may beg to differ on several of 
these principles - they should feel free to 
modify or alter these principles as they 
see fit. 

1. Time travel into the future is 
impossible. Time travel is made possible 
by Antion Waves which are generated 
with the passage of time. The sad fact of 
the matter is that a present day time trav- 
eller cannot jump into the future because 
there is no way of isolating and tapping 
waves that have not yet been created. 

2. No person can coexist with him- 
self. If a time traveller visits a time period 
he already exists in or has travelled to 
before, the future form of himself is 
destroyed. Dr. Zeflin Snodgrass of Heidel- 
berg University explains the reasons for 
this phenomena in precise terms in his 
book, Dopplegangers: The Coexistence 
of Matter. (Note: this principle also 
includes objects.) 

3. No object can be brought from 
its native time period to the present. 
This effectively means a time traveller 
cannot jump to Medieval Italy, snatch the 
Monalisa from Leonardo’s hands and 
bring it back to the present. The traveller 
would find he has retumed empty handed 
and the painting has remained in the 
past. This is not to say a traveller cannot 
manipulate objects in the past. Thus, he 
could destroy the Monalisa or move it 
from one location to another. As some 
Ferrets have discovered, a traveller can 
hide an object in a location he is sure will 
not be disturbed, return to the present 





and retrieve the item where it has lay in 
hiding for hundreds of years. ‘i 

4. The time continuum is not eas- 
ily altered. Popular movies and books 
would lead one to believe that a time trav- 
eller can dramatically change the course 
of history by either deliberately or inad- 
vertently killing someone or similarly 
altering events. In truth, it is very difficult 
to radically change history. For example, 
if a traveller were to assassinate Adolf 
Hitler as a child, it is most certain that 
another charismatic leader with similar 
ideologies would have gained power of 
Germany. True, names and events might 
have been radically different, but the long- 
term outcome would still lead to a world 
war and genocide. This is not to say 
killing Hitler couldn't change the events 
of history and offset the war, but it’s 
very unlikely. 

Another example: Let’s say a time trav- 
eller goes back in time and prevents Lee 
Harvey Oswald from pulling the trigger on 
John F. Kennedy. To be sure the written 
page of history would be changed. But 
again, only the names and sequence of 
events would have changed. Chances are, 
given the climate of the times, another 
gunman would have stepped forward in 
another city, days, weeks or months later. 
In the long term, the results are the same, 
Kennedy is assassinated and the world is 
thrown into mourning. 

It is only through a systematic series of 
time-altering missions that time-terrorists 
have any hope of altering the course of 
history so that it bends to their will. GMs 
should keep this in mind when running 
their campaigns. When something occurs 
that you believe could change history, 
give it careful thinking before announcing 
your decision. 


Conclusion 


I hope you have enjoyed this two part 
series. Take the ball and run with it. I 
would encourage you to write up any 
additional material you come up with to 
share with the rest of us. I would especial- 
ly like to see a fully developed adventure 
worked up for Just A Matter of Time. 

The campaign background presented 
here lends itself well to further develop- 
ment and can also be readily worked into 
most existing systems such as Traveller, 
Shadowrun, BattleTech, etc. 
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Johann Viedermann 


Retriever: Field Captain 
Skills: HTH, History, Hacker 
Motivation: Fame, Danger 
Weaknesses: Over-Confidence 


Johann Viedermann was recruited by 
B12 while he was finishing his graduate 
studies in history at Heidelberg University. 
He caught the eye of recruiters because of 
his wide range of skills and interests. He 
was reluctant to sign on at first, having a 
natural aversion to authority. In the end, he 
decided to compromise since B12 would 
allow him a chance to see first-hand, the 
events and people he had been studying 
for years in the history books. 

Besides having a keen interest in histo- 
ry, Johann possesses excellent computer 
and programming skills. He developed his 
interest in computers when he was work- 
ing on the University’s historical databas- 
es and found them to be inadequate. 

Johann is also a thrill-seeker, something 
that has brought him under the fire of his 
superiors more than once. He prefers chas- 
ing Skippers, since those cases involve 
longer, more challenging missions, and 
tends to accept the more difficult assign- 
ments with an enthusiasm unmet by most. 

Johann has been busted several times 
which hasn’t hurt his popularity. The pub- 
lic views him as a maverick and a bit of a 
rebel. There have been several films based 
on his numerous exploits. 
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Edith Moskowitz 
Retriever: Field Lieutenant 
Skills: Disguise, Acting, Dialects 
Motivation: Fame, Money 
Weaknesses: Loner 


Due to a childhood illness, Edith suffers 
from an asthmatic-like condition and failed 
the physical entry exams to B12 Academy 
six times. Finally, she managed to obtain a 
waiver and has been impressing her super- 
visors ever since. 

Edith’s dream was to be an actress, but 
she never got the big break she believed 
was in the cards for her. To pay off her 
college tuition and enormous financial 
debts, she was forced to seek out a “real 
job.” (Edith jokingly tells her friends she is 
addicted to “plastic” adding, “Why buy it, 
if you can charge it?”) 

Lured by B12’s high pay-scale and 
bonuses, Edith was determined to become 
a Retriever. Surprisingly, she has found 
an outlet for her acting abilities on under- 
cover assignments. 

Her comrades jokingly refer to her as 
“Hollywood,” something that greatly 
annoys her. Edith is extremely shy and a 
a loner. She prefers solo-missions and 
performs well without supervision. 

Edith has written a best selling book 
about her adventures. B12 tried to move 
her to her Public Affairs, but she threat- 
ened to resign if taken out of the field and 
the issue was promptly dropped. 


Clayton Faust 
Retriever: Field Captain 
Skills: HTH, Ancient Languages 
Motivation: Career Soldier 
Weaknesses: Violent Temper 


Clayton is a former olympiad who won 
a silver medal for the United African States 
(kick-boxing). His mother, a prominent lan- 
guage professor at Capetown University, 
taught him ancient greek, latin and arabic 
as a child. The combination made him a 
prime target for B12 recruiters who court- 
ed his attention for nearly three years 
before he yielded. 

Clayton devoted himself to his new 
duties with an unmatched fervor, and 
quickly rose within the ranks of B12. His 
big break was when he caught the infa- 
mous Ferret, Samuel Moss, who had man- 
aged to elude B12 agents for six years. 
Clayton has been offered an instructor 
position which he has turned down. 

Clayton's biggest flaw is his temper. 
He has had several scrapes with other 
Retrievers, including a charge of striking a 
superior officer. Clayton is undergoing 
mandatory counseling for his temper, 
which seems to be linked with his com- 
petitive spirit. It was during this counsel- 
ing that he met Edith Moskowitz, and a 
romance developed. 

Clayton recently received a substantial 
bonus for restructuring B12’s Ancient 
Language and Dialect Labs. 
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Vince DeMecurio 


Ferret: Peace Mongers 

Skills: Energy Weapons, HTH, History 
Motivation: World Peace 
Weaknesses: Psychotic 


Vince DeMecurio is one of the most 
dangerous Ferrets known to B12. Vince is 
a borderline psychotic who has taken sev- 
eral religious doctrines and mixed them 
with his own idealistic beliefs to create a 
new philosophy. To herald this radical 
form of thinking to the world, Vince found- 
ed the fringe movement “Peace Mongers.” 

As a history student at Indiana Univer- 
sity, Vince was obsessed with ancient 
warfare and culture. His graduate disser- 
tation presented a disturbing outline of his 
dream: to alter man’s behavior through 
the tampering of historical events. Vince 
became convinced that if 20th Century 
man had launched a full scale nuclear war, 
the horrific outcome would have abolished 
wars forever 

Strangely enough, Vince managed to 
assemble enough converts to see the first 
stage of his dream come true. With the 
assistance of his followers, he was able to 
build and finance his own isolation cham- 
ber. The entire facility was designed to be 
transportable by the means of four semi 
tractor-trailers, 

This has made Vince and his organiza- 
tion extremely difficult to catch. At last 
report, Vince was operating out of Cana- 
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Helga Kaufman 
Ferret: Delta Brigade 
Skills: Stealth, Seduction, 
Motivation: Integrity of the White Race 
Weaknesses: Drug Addiction 


Helga is a field agent in the time-ter- 
rorist organization, Delta Brigade. She 
comes from a family with a long history 
of Neo-Nazi loyalists. Helga’s father 
founded the Delta Brigade and raised his 
daughter, fully expecting her to take an 
active role in the group. 

Helga attended a Delta Brigade para- 
military training program in South America 
(where she became fluent in Spanish). She 
was initially tutored as an assassin, a posi- 
tion for which she had already demonstrat- 
ed natural talent. She successfully assassi- 
nated several assigned targets in Europe 
and South America before being caught at 
the Berlin airport. Helga was shot during 
the arrest. The resulting wound to her 
spine led to her addiction to pain killers. 

Delta Brigade staged her daring escape 
and she became the object of one the 
largest manhunts in history. Soon after her 
escape, Delta Brigade acquired an opera- 
tional isolation chamber and began launch- 
ing its first terrorist acts in the past. Helga 
used her influence to get assigned to the 
project. She has not been seen for several 
months, leading B12 to believe she is cur- 
rently on a skipper mission in the past. 











Wayne McCloud 
Ferret: TaskMasters 
Skills: Small Arms, Tactics 
Motivation: White Supremacy 
Weaknesses: Limited Education 


Wayne McCloud is a former minister 
from Midland, Texas. From the pulpit, 
McCloud taught his congregation that the 
ills of America were to be blamed on the 
“non-whites.” His doctrine did not sit 
well with the church, who immediately 
defrocked him. 

McCloud’s response was to form his 
own church around his loyal congregation. 
Within a few years, McCloud had built a 
very successful mail order business based 
on white supremacy books and other 
forms of “hate” literature. He used much 
of his new found wealth to create a para- 
military group called the TaskMasters. 

While McCloud’s teachings were dis- 
turbing to local authorities, he cleverly 
operated within the law. A police raid was 
finally authorized in 2307 at the group’s 
compound (see Part One), unveiling their 
isolation chamber still under construction. 
Plans found at the sight revealed the 
group was intent on altering the outcome 
of the Civil War, thus preventing the abo- 
lition of slavery. 

After McCloud’s assets and property 
were seized, he fled to the safety of sym- 
pathizers in the underground. 
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Brian Kensington 
Skipper: Freelance 
Skills: Thievery, Stealth, Knives 
Motivation: Money and Thrills 
Weaknesses: Compulsive Gambler 


Brian is a master thief with a very 
unique twist. He steals relics of the past 
and sells them to the highest bidder in the 
underground art and antiquities market. 
What makes him unique, is his methodolo- 
gy. Brian travels back into time and steals 
the desired item and then hides it in a 
locale where he can retrieve it after return- 
ing to the present. B12 can only guess how 
many items he has stolen and retrieved. 
The recent flood of Roman artifacts in mint 
condition have led authorities to believe 
Brian is responsible. 

From what little intelligence has been 
gathered on Brian, it is believed he was 
supplied with a portable time unit by a 
group of wealthy art collectors and works 
for a commission. 

He is a peaceful man, and would not 
be high on B12’s wanted list if it weren't 
for the frequency of his time jumps. 

Brian is also a practical joker. A histori- 
an recently presented an historical photo- 
graph to B12. In it, Brian can be seen with 
a beaming smile, standing behind Presi- 
dent John F. Kennedy at the Democratic 
Convention. The director of B12 recently 
said of Brian, “I want the bastard caught! 
Then I want to induct him into B12.” 


Scrounger 
Skipper: Freelance 
Skills: Antiques, Ancient Languages 
Motivation: Collector, Knowledge 
Weaknesses: Ancient Records 


Little is known of this intriguing fig- 
ure. He is considered a hero by many 
scholars and antiquarians who have ben- 
efited from his work. The Scrounger’s 
time travelling activities first came to 
light when a mysterious package arrived 
at the Smithsonian Institute. Curators 
were stunned to find the box held thirty- 
four manuscripts from the Hittite Empire. 
A cryptic message on the box simply 
read, “More to come” and was signed, 
“The Scrounger.” 

In the following months, museums and 
universities around the world received 
similar packages. In each case, the gifts 
consisted of scrolls, clay tablets and books 
that were previously unknown or had 
been lost to time. The materials are in 
such excellent condition that it has been 
concluded they could only have been 
obtained through time travel, using a 
method similar to Brian Kensington’s. 

The Scrounger has also shown himself 
to be something of a camera-hound. Sev- 
eral packages have been found containing 
remarkable photographs of ancient events 
and people. Many scientists secretly 
applaud the spoils of his journeys, but 
cringe at the potential for disaster. 


Just A Matter of Time 





Tandre Winterthorn 
Skipper: Freelance 
Skills: Ancient Cultures, Languages 
Motivation: Spiritual Enlightenment 
Weaknesses: Nearly Blind 


Tandre is often regarded as a prime 
example of B12’s failure to adequately 
screen Retrievers. Tandre was recruited into 
B12 and was one of the most successful 
Retrievers the agency had ever produced. 

Tandre was trained to pursue Skip- 
pers and began running prolonged time 
missions in pursuit of his targets. After 
a six month mission to a Celtic village, 
Tandre returned with crude tattoos over 
his entire body. During his debriefing, he 
explained he had been taken captive by a 
Celt Cheiftan. To save his life, Tandre 
endured an initiation ritual to gain the 
acceptance of his captors. The explana- 
tion seemed plausible and Tandre was 
once again placed on active duty. On his 
next mission, Tandre failed to return. 
When B12 tried to forcibly recall him, 
they discovered he had disabled the 
recall sequence on his portable time unit. 
Several Retrieval units were sent back to 
find him, but all attempts failed. It was 
obvious that Tandre had defected and 
had no desire to return voluntarily. It is 
uncertain what Tandre is up to, but the 
journals he left behind suggest he became 
intrigued with the religious practices of 
ancient cultures. Q 
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A Prison Campaign Setting for Fantasy Role-Playing 


ulian Winlass pulled the hair back 
D from his eyes as he slid on his tar- 

nished helmet and fumbled with 
the leather chin strap. A stiff breeze pushed 
at the Imperial Soldier as he made his way 
toward the prow of the ship. He roughly 
shoved his way between two sailors and 
leaned heavily against the rail. His stom- 
ach felt uneasy as the ship eased its way 
up the Soult River and rounded a bend. 
He could just make out the watch towers 
of Bowmar as the island emerged from 
the morning mist. 

A sailor next to him slapped him on the 
back and flashed a toothless smile. “So, do 
they really have the Emperor in chains on 
that island?” he asked. 

Another sailor overheard the question 
and jumped in, “I hear he’s stark raving 
mad — barks at the moon like a dog.” 

Dulian didn’t answer. His mind was on 
the approaching battlements of the island. 
He was dreading his return to duty at 
the prison. 

Dulian had spent twelve years of his 
miserable military career on the island. As 
a young lad, he had dreamed of being a 
soldier like his father - of fighting Gre- 
vans on the wild frontiers and returning 
home a hero. Instead his life had become 
entangled with the moss-enshrouded walls 
of the island. He hated the island with a 
deep passion. His dreams were filled with 
images of himself taking down the walls, 
brick by brick, with a hammer and chisel. 

For him, Bowmar was a hell to which 
he had been condemned - serving out the 
days of his life. He often wondered if the 
gods were punishing him for some terrible 
sin he had committed. For the life of him, 
he couldn’t think of anything he could 
have done to offend them — at least noth- 
ing to warrant the misery he endured from 
day to day. 
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Bowmar Island had aged Dulian far 
beyond his years. When he had first 
arrived at the island as an over-zealous 
recruit, he had felt some semblance of pity 
for the poor prisoners he watched over. 
To be sure, they were incarcerated on 
Bowmar for a reason, but it had pained 
the young soldier to see fellow men being 
subjected to hard labor, maiming, and 
other atrocities. If Bowmar took its toll on 
the prisoners, it wasn’t indiscriminate. For 
the prisoner it was back breaking work 
and, if he was lucky, an early death. For 
the guard, it was a hardening of the sens- 
es as he was forced to watch the madness 
day in, day out. Eventually, those senses 
snapped and the guard was no longer 
human — he was a monster. “That's what 
Bowmar was all about,” thought Dulian, 
“creating monsters and madness.” 

The sailor broke from his thoughts as 
the the sailors questioned him further. 
“Say, you ever get a chance to see all that 
gold and silver they say is in there?” 

Dulian shook his head in response to 
the question. Everyone wanted to know 
about the Imperial Treasury on Bowmar 
Island. He returned his gaze to the island. 
Now he could detect the rising plumes of 
smoke from the smelting furnaces. More 
gold and silver for the coffers of the glori- 
ous Empire. 

Dulian had been granted thirty days of 
leave so that he could bury his father in 
Aramar. The brief respite had only deep- 
ened his resentment for the island. He 
had tried to find the courage within him- 
self to desert. He dreamed of a small villa 
in a faraway province where he could 
raise grapes and make his own wine. 
Then he would drink and try to forget his 
ill-spent years in the military. 

The captain of the small river barge 
bellowed a command for the rowers to 





slow their pace. Dulian sniffed at the air 
and grimaced. He could smell the fur- 
naces now, mingled with a dozen of other 
smells he associated with the island. It 
was the smell of death. 

“You don't look so happy, Laddy,” the 
sailor pried. “Surely you will be looking 
forward to seeing your comrades again?” 

Dulian spat over the rail of the ship in 
disgust. “I’d rather kiss Mother Death on 
the lips,” he moaned. 


ooo 


Introduction 

Bowmar Island was developed for the 
Alderac Milieu (as was its sister article, 
Grod Mondre, which appeared in 
SHADIS #10) and is located in the heart 
of the Imperial city of Soult Tet. 

It is presented here in a generic format 
so that the Gamemaster can lift it and set it 
into his own campaign. The Island doesn’t 
have to be on a river - the GM could easily 
place it off the coast, in a bay or even ona 
large lake. 

The history and background of Bow- 
mar is detailed here as it appears in Alder- 
ac, but can easily be adapted to fit the 
Gamemaster’s own setting. This is one of 
many promised articles detailing the city 
of Soult Tet, providing the Gamemaster 
with detailed areas he can modify and uti- 
lize in his own campaign. 


Using This Supplement 

This setting can be used in a variety of 
ways. Player-characters who find them- 
selves on the wrong side of the law, end 
up on Bowmar as prisoners. The GM 
can run the players through a session of 
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prison life in which they must find a means 
of escape. 

Thieves will undoubtedly be lured to 
the treasury on the island. Providing your 
players with some rough drawn maps 
of the island and letting them plot the 
crime of the century could lead to a 
drawn out campaign. 

This supplement can also be combined 
with Grod Mondre, the arena combat 
setting presented in SHADIS #10. 


History 

Originally, Bowmar Island was little 
more than a long, jagged sandbar lying at 
the junction of two rivers, the Greater 
Soult and the tamer Ginge. As the sprawl- 
ing city of Soult Tet (mother city of the 
Ragean Empire) rose up on the banks of 
the Soult, the island was slowly trans- 
formed into a fortress. 

The first structure raised on the island 
was a small, stone temple to the god, 
Marlog. It was built in honor of this river 
god in -225 TR and financed by mer- 
chants who plied their trade on the river. 
Not long afterwards, the first bridge 
across the Soult was constructed, using 
Bowmar Island as the foundation for its 
middle tier. 

The bridge made the island more acces- 
sible and soon local merchants began to 
use the broad flat island as a marketplace 
to push their wares. 

After the floods of -298 TR, much of 
the island was swept away (including the 
Temple of Marlog). Emperor Targen Rels 
added Bowmar Island to his list of public 
works and had the entire island paved and 
encased in a protective granite wall. In the 
center of the island, a monument to the vic- 
tory over the Meletian City States, was con- 
structed. Over the next hundred years, the 
island became the home of numerous mon- 
uments and statues, commemorating vari- 
‘ous events of the ever-expanding Empire. 

Another great flood in -145 TR 
destroyed a great part of the island, and 
buried many of the monuments and tem- 
ples under sand and mud. For a while, 
Bowmar Island was surrendered back to 
the forces of nature. 

In 5 TR, after the conclusion of the 
Ragean Civil War, the new emperor, 
Targeem Ill, chose the island as the sight 
for the new Imperial Treasury. The walls 
of the island were rebuilt and began to 
resemble a fortress. A permanent garrison 
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(Bowmar Garrison) was placed on the 
island to defend the treasury and to over- 
see the slave laborers who operated the 
coin mint and smelting furnaces. With the 
many exploits of the Imperial Legions 
abroad, a virtual stream of precious metals 
and ore was funnelled back to the mother 
city. Bowmar Island became the process- 
ing center where the ore and metals were 
purified and melted down. Then the met- 
als were poured in to bars and minted into 
coins which were stored in the Imperial 
Treasury until they could be dispensed. 

Slave labor was used to do most of the 
work on the island and a small prison was 
built to house the prisoners. Gradually, 
the prison complex was expanded. 

Pedestrians of Soult Tet walking across 
Grand Bridge often paused to gaze over 
the bridge’s railing at the island and its 
wide variety of buildings. Here, the com- 
mon citizen can observe the wide variety 
of daily activity that takes place on the 
island. Among other things, they can 
watch the Bowmar Garrison practice drill 
and ceremony; catch a glimpse of fledg- 
ling gladiators as they are put through 
their deadly paces in the practice arena; 
or hope to be fortunate enough to wit- 
ness a famous political prisoner being 
escorted under guard from one building to 
another. It is a fascinating part of the city 
of Soult Tet and has given birth to hun- 
dreds of legends and rumors. 


Map Key 

The following is a detailed key to the 
full-color map in the middle of this maga- 
zine. GMs can obtain a smaller, 8.5"x11” 
black & white version of this map to 
handout to players by sending an SASE 
to SHADIS. 

Bowmar Island is organized into Five 
distinct areas: (I) Bowmar Prison, (II) Trea- 
sury and Mint, (Ill) Imperial Garrison, (IV) 
Dock and Warehouses, and the (V) Gladi- 
ator School. 


I. Bowmar Prison 

Bowmar Island is essentially one large 
prison. It has evolved over the years to 
make the best possible use of prison-labor. 
No, this is not an experiment in rehabili- 
tating wrong-doers and placing them back 
in society. The Empire has no conception 
of such noble causes. To put it bluntly, if a 
prisoner can serve a useful purpose, he is 
allowed to live. Once that usefulness is 
depleted, he is quietly put to death. Pris- 





oners with skills are forced into service — 
smelting precious metals and hammering 
out coins; training as gladiators so they 
can properly amuse the masses in the are- 
nas; or simply helping to maintain the 
island and cater to the needs of others. 

Prisoners with political or religious 
connections are often kept alive in the 
event the may prove useful at a later date. 
Some prisoners are kept alive because 
their social or political status protects 
them, by law, from capital punishment. 

The prison area itself slowly evolved 
from a single building (4). Originally, it 
was constructed to house the laborers 
who helped reconstruct the island’s walls 
and other buildings. Over the years, more 
prisoners were funnelled to the island and 
the complex grew. At any rate, prison life 
is harsh on the island and there are little 
provisions to care for the prisoners other 
than food and shelter. If a prisoner falls 
ill, he is either killed (considered an act of 
mercy), or allowed to wither in his cell 
until he dies. 

The prison compound is divided into 
Dreeman (akin to cell blocks). Each Dree- 
man takes its name from an animal or 
mythical beast. Prisoners are assigned to 
a Dreeman depending on the nature of 
their crimes or their demonstrated skills. 
There are also Dreeman for political pris- 
oners and prisoners of war. The main 
purpose of the Dreeman is to segregate 
the prison population. Prisoners assigned 
work in the treasury or mint are kept in 
the same cell blocks. Prisoners being held 
for interrogation or torture are kept in 
another. This allows guards to move pris- 
oners to and from their work stations at 
different times. 

All prisoners on Bowmar Island are 
maimed or marked so that they can be 
readily identified. (The exception being 
some political prisoners.) Each Dreeman 
has its own distinct form of maiming - 
usually, a particular finger is cut off. Each 
Dreeman also has a Vorsman or King Rat 
(a dominate prisoner who unofficially lords 
over other prisoners in his block). Vors- 
man usually surround themselves with sev- 
eral henchmen. The Vorsman can make 
life miserable for other prisoners 

1. Dreeman’Badden (Lion). Mark: 
forefinger of left hand cut off. Vorsman: 
Tintius Wraff. This building is a holding 
area for those slated for interrogation, tor- 
ture or execution. Imperial Law requires 
that citizens be held for thirty days prior 
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to execution. Non-citizens and non- 
humans are seldom afforded a waiting 
period and are executed within forty-eight 
hours of sentence. 

This building has ten holding cells 
(5’x5’), a guard room,.and an interroga- 
tion/torture chamber. (Refer to Justice 
for the Unjust in SHADIS #8 for more 
information on various forms of torture.) 

Tintius Wraff is the cell block’s oldest 
inmate. He is a former senator who was 
caught pilfering from the Emperor's pri- 
vate purse. Tintius has been allowed to 
live, his father having interceded for him. 
Tintius had his tongue removed after the 
captain caught him ‘“spreading lies.” He 
is now forced to set up the interrogation 
chamber and places of execution. Many 
of the guards have taken a liking to the 
old man and sneak him food and letters 
from outside the prison. 

2. Kitchen/Mess. Kitchen Master: 
Hutz. This building holds the kitchen and 
mess facilities for the prison. Here, food is 
prepared (by prisoners) and carted to the 
various cell blocks. The building is parti- 
tioned to form a small mess hall for prison 
guards. Enough food is stored in the 
kitchens to provide meals for prisoners and 
guards for up to a week, before restocking 
is required. 

Hutz, the kitchen master, has his own 
private quarters in the kitchen area and, 
although he is a prisoner, he is allowed to 
roam freely unsupervised. He is not a crim- 
inal, but a prisoner of war. He was unfortu- 
nate to have signed on as the ship’s cook 
on a Ginge Pirate ship and was captured 
on his first voyage. Hutz is a likeable char- 
acter and appears to be harmless. In reali- 
ty, Hutz is running a lucrative black market 
operation. He sets aside choice pieces of 
meat and other food items and trades them 
for gold nuggets and dust, stolen by prison- 
ers working in the Mint. Hutz has hidden 
his horde (about 2,000 gold pieces) under 
some loose bricks in an oven. 

3. Guard Barracks/Officer Quar- 
ters. This building houses the barracks for 
the prison guards. There are enough 
bunks to handle the prison’s normal com- 
plement of thirty-five guards. The east end 
of the building is partitioned off, providing 
quarters for the Prison Commander and 
his adjutant. 

4. Dreeman’Naffen (Viper). Mark: 
little finger on left hand cut off. (Many are 
blinded as well.) Vorsman: Fas “One-eye” 
Kraavan. This two-story building is the 
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main cellblock of the prison. Here, the 
Mint/Treasury laborers are kept. There 
are 104 5’x5’ cells which hold one man 
per cell. Most of the prisoners in this 
block have some sort of skill that makes it 
worth while to keep him alive (scribe, 
reading, accounting, etc.). Many of the 
prisoners in this building are money coun- 
ters in the Mint and are blinded to ensure 
they do not steal (see 9). 

One-eye Kraavan is a minter and works 
hammering dies to form coins. He uses 
his empty eye socket to sneak out two to 
three coins per day. As a result, he has a 
sizeable treasure horde (4,000 gold 
pieces). Kraavan has been working with 
an accomplice (another prisoner) who 
works in the bathhouse (26) stoking the 
furnaces that supply the steam room. The 
accomplice has hidden the treasure in the 
cistern, under the bathhouse. The plan is 
to bribe a guard and buy their freedom. 

5. Dreeman’Gragur (Boar). Mark: 
middle finger of left hand cut off. Vors- 
man: none. This building holds political 
prisoners of the Empire. Typically, they 
are high office holders whom the law pro- 
tects from capital punishment. Their fate 
is to rot away in their cells until death 
finds them, or the political tide turns and 
they find renewed hope in a new ruling 
order. Political prisoners, by law, are not 
tortured and are well treated. They are 
never allowed to leave their cells, howev- 
er, and are only allowed visitors on cer- 
tain holy days. They are forbidden to 
receive letters or materials from outside 
the prison. In reality, most political pris- 
oners have powerful friends somewhere, 
who are able to grease enough palms to 
get letters to and from the building. Cells 
in this building are larger (10’x10’). 

6. Dreeman’Forcan (Falcon). Also 
referred to as the “Tower.” Mark: none. 
The Tower normally stands empty these 
days. It is famous in Ragean literature and 
poetry, for it is where Emperor Relnus 
Sagenthor was held prisoner before his 
captors executed him, Over the years the 
Tower has been reserved for very special 
prisoners, normally those from the Sena- 
torial or Imperial classes. 

Garrison guards on the island love to 
tell new recruits of the ghosts who roam 
the tower. It is a foreboding place and 
even the guards avoid it if they can. (Read- 
ers of the Alderac Anthology will note that 
Emperor Sageem was placed in the tower 
after his arrest.) 
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Il. Imperial Treasury and Mint. 

This complex of buildings and towers 
is where the Imperial Treasury is stored. It 
is well fortified, and guards are rotated on 
a regular basis to prevent them from 
developing close ties with each other. 
Besides the Treasury vaults, there is also 
three smelting furnaces where gold and 
silver ore is processed and poured in to 
bars. This is also where imperial coins are 
minted and dispersed to various agencies. 

7. Imperial Treasury. Half of this 
large building is sectioned off and forms 
two primary vaults of the Imperial Trea- 
sury. There are always twenty-five elite 
guards from the garrison on duty within 
the vaults - they are rotated every twelve 
hours. One vault holds coins and precious 
metals while the other, smaller vault con- 
tains precious gem stones, documents 
and relics. 

8. Smelting Furnaces. There are 
three furnaces in which gold and silver 
are smelted and made into bars of specific 
weights. Coal and wood for the furnaces 
are stockpiled outside along the exterior 
walls and shoveled into the furnaces 
by prisoners. 

9. Imperial Mint. Minister of the 
Treasury: Blite Kageers. The other half of 
this large building is partitioned to form a 
work area where gold and silver are mint- 
ed into coins of several denominations. 
The Mint is supervised by an Arkaim’Tar 
(minister) and a five man staff of accoun- 
tants who ensure that the bars of precious 
metal and the finished coins are account- 
ed for. The have good reason to do their 
job very well, as Imperial law decrees that 
the Arkaim’Tar pay with his life if a dis- 
crepancy is found. By tradition, money- 
counters are blinded and count by han- 
dling the coins and placing them in bins. 
This makes it very difficult for them to 
steal, since they can never be sure they 
are not being observed. 

Blite Kageers, the current minister of the 
treasury, has just recently been assigned to 
his post. He created quite a stir in the Sen- 
ate when he announced his predecessor 
had embezzled thousands of gold pieces 
from the treasury. 

10. Arkaim’Tar’s Quarters. This is 
the minister of the Treasury's personal 
quarters. It is well furnished and is usually 
guarded by two guards. It is common 
knowledge among the guards that 
Arkaim’Tar Kageer keeps a concubine in 


his quarters - despite the fact he has a 
wife and family in the city. 

11. Accounting Office. This large 
room is where written records and account- 
ing ledgers are maintained and filed. The 
walls are riddled with “pigeon holes” where 
hundreds of scrolls are meticulously 
arranged by date. There are also several 
long tables with various pieces of writing 
equipment arranged on them. Generally 
five to six scribes work in this room under 
the scrutiny of a Chief Scribe. (All of which 
are members of the prison population.) 

12. Guard/Staff Quarters. This 
room is lined with several rows of bunks 
and serves as quarters for the guards cur- 
rently assigned to duty at the Mint. 


Ill. Dock and Warehouses 

The docks are the primary means of 
access to Bowmar Island. (The other 
being through the towers that adjoin 
Grand Bridge). Two towers flank the 
entrance to the dock area, and they are 
equipped with grappling lines and missile 
weapons that can ensnare intruding ships 
and set them afire. Ships come and go 
from the docks daily bringing in precious 
metals for the Imperial Mint, as well as 
supplies that are greatly needed to sup- 
port the garrison and prison population. 

13./14. Granaries. These tall struc- 
tures are used to store grain. In the event 
of a siege, this grain would allow the gar- 
rison to survive for weeks without assis- 
tance from outside the walls. The grain is 
routinely rotated with fresh grain. 

15. Warehouse. This building is used 
to store supplies brought in by ship. Typi- 
cally, food items, clothing, tools and other 
common items would be safeguarded 
here. Precious metals and ore are always 
taken directly to the Treasury. 

16. Dock Foreman’s Quarters. 
Dock foreman: Savis. This small building 
houses the dock foreman and his staff. 
They are responsible for goods coming in 
and out of the dock area and for guarding 
the warehouses. 

Savis is a retired soldier and is often 
referred to as “the laziest man on Bowmar” 
by the guards. He supervises the loading 
and unloading of ships from a wooden 
chair that sits outside his quarters. Savis 
has one major weakness — he loves to gam- 
ble. He can often be seen with various 
groups of sailors along the docks, shooting 
dice and playing other games of chance. 
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17. Guard Quarters. This building 
serves as a billeting area for guards 
assigned to the dock area. Normally twelve 
guards are assigned to the dock foreman. 

18. Docks. The docks are large 
enough to accommodate ten to twelve 
ships, depending on their size. There are 
always two courier boats kept at the docks 
to run soldiers two and from the city. 


IV. Imperial Garrison 

A permanent military garrison of 600 
soldiers is stationed on Bowmar Island. 
Soldiers assigned to the island serve five 
years before being discharged or released 
to other units. The garrison is responsible 
for guarding the prison and its inmates; 
moving prisoners from their cells to 
places of work; guarding the treasury and 
mint; training gladiators for the arenas 
and securing the island in general. The 
garrison is unique, in that it is the largest 
military force allowed by law, within the 
city of Soult Tet. 

19. - 22. Barracks. These four long, 
narrow buildings are military barracks. 
They are each named, taking their names 
from trophies posted over the main 
entrance (such as a rack of antlers, a bear 
skull, etc.), as is traditional in Imperial 
camps. Each barrack is laid out identically 
with one exception - the door ways are 
staggered so that soldiers emerging from 
one barrack are not impeded by soldiers 
emerging from the adjacent barracks. 
Each barrack is arranged with bunks 
(stacked four high) lining each wall. The 
center isle of the barrack usually has sever- 
al long tables where off-duty soldiers can 
socialize, place dice and maintain weapons 
and equipment. Each barrack has its own 
armory and its own holding cell for soldiers 
being punished. The barracks names are 
as follows: 19.) Tigers Paw Barracks, 20.) 
Badger Skull Barracks, 21.) Bear Head 
Barracks, and 22.) Staghorn Barracks. 

23. Shrine of the Standard. This 
beautiful marbled building is a small temple 
which houses the Garrison Standard and 
several war relics from the Empire’s past. 
For Imperial soldiers, the unit standard 
embodies the fighting spirit of the men that 
make up the unit. The Standard is revered, 
and treated with the utmost respect and 
care. It is not worshiped, in itself, but it is 
treated like a holy relic. (It may help the 
GM to relate the standard the way a true- 
blue American patriot would revere the 
U.S. Flag.) Two honor-guards protect the 
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temple and the standard at all times. Pris- 
oners are not allowed near the building, 
and all maintenance duties and repairs are 
performed by the garrison. 

24. Officer Quarters. This building 
is set up to provide housing for six offi- 
cers. Each officer has his own room and 
there is one larger reclining room that is 
shared by all. 

25. Commander’s Quarters. This 
beautiful building is capped with red mar- 
ble. It is the personal quarters of the Gar- 
rison commander. There is a small per- 
sonal vault in the quarters where the 
Commander keeps military documents 
and his personal purse. 

26. Bathhouse. The bathhouse fea- 
tures a hot sauna and steam room, com- 
plete with masseurs and a wine cellar. It is 
typically opened only to officers and non- 
commissioned officers. On certain holy 
days, the common troops are allowed to 
utilized the facility. Rumor has it, although 
it is stringently denied, that the bathhouse 
also has several concubines on hand to 
help relieve daily tension. 

There is a basement under the bath- 
house where the furnaces that produce the 
steam and hot water are located. There is 
also a large cistern which is fed with water 
from the river. 

27. Mess Hall/Tavern. The mess hall 
is not only used to feed the garrison, but it 
also doubles as an off-duty watering hole 
where thirsty, frustrated soldiers can drink 
away their woes and partake in any num- 
ber of vices. 

One wall of the mess hall has a mural 
painted on it with dozens of wild crea- 
tures and beasts. A lively drinking game is 
popular in the hall in which drunken sol- 
diers throw daggers and hand axes at the 
animals for points and drinks. 

28. Garrison Armory. Chief armor- 
er: Par Tinial. This heavily fortified build- 
ing holds extra weapons and equipment 
for the garrison. It also is used to store the 
garrison payroll and military documents. 

Par Tinial is the armorer and is very 
good at his job. He keeps tight control 
over his inventory. Par is also a collector 
of antique weapons and barters with vet- 
eran soldiers for war souvenirs they've 
picked up on their campaigns. Par’s prize 
weapon is a long bow made of black elm 
and embossed with silver coins. It hangs 
proudly over his counter. 

29. Weapon/Black Smith. Head 
smithy: Rawdar Krees. Located in this 
stone building are several forges. Here, 
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weapons and armor are made and 
repaired. The smithies here also fasten 
and unfasten leg irons on prisoners. Raw- 
dar Krees, the head smithy, has been 
working on the island for over forty years. 
He is a favorite among the soldiers who 
love to listen to his stories and wild tales. 
New guards to the island are often taken 
in by Rawdar who wagers he can drive a 
nail through a coin using only his fist. 
Rawdar has never lost the bet. 

30. Parade Field. This paved field is 
used to practice drill and ceremony by the 
Imperial Garrison. It also serves as an 
assembly area for award ceremonies and 
recall formations. On occasion, the field is 
used to practice combat exercises. (In 
Bones of Ruin Part 1, this is the field 
where the traitor, Raventhorpe, appeared 
before the Var’Raderkeem and received 
his sentence. The “massive gates” referred 
to in the story are those leading to the 
Gladiator School.) 


V. Gladiator School 

The Bowmar Gladiator School trains 
gladiators for the arena. Prisoners are 
screened for fighting prowess upon arriv- 
ing at the island, and immediately placed 
in the school. The best trainers available 
work with the prisoners, matching them 
with weapons and armor best suited to 
their skills. The most promising fighters 
are sold to the highest bidder at public auc- 
tions. Many of the champion gladiators 
popular with the public began their careers 
on Bowmar. The less able gladiators are 
sent to the arenas to amuse the crowds. 
Be sure to refer to the article, Grod Mon- 
dre: Arena of Death for a detailed look at 
the mother city’s arena. 

31. Temple to Fartang. Priest: Var- 
man Lydiar. This small temple is dedicat- 
ed to Fartang, the god of sports and 
arena combat. Varman Lydiar, a prisoner 
on Bowmar Island, performs rituals of 
blessing at the temple when called upon. 
Within the temple is a bronze statue of 
Fartang standing on a large block of white 
marble. Etched in the marble are the 
famous words, “Those who die in com- 
bat, unflinching before their enemy, they 
are truly free.” 

A tradition has arisen where the 
names of fallen gladiator’s are scratched 
onto the base of the statue. Many gladia- 
tors who are slated for battle, leave their 
weapons at the base of the statue the 
night before - hoping the god will bless 
their shield s of life. (The GM may allow a 
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percentage change that such weapons 
take on magical properties.) 

32. Practice Arena. This small 
arena is used as a training area for the 
gladiator school. Normally, blunt weapons 
are used and the combat is non-lethal 
(trained gladiators being far too valuable 
to risk in training). The arena floor is cov- 
ered with sawdust and is meticulously 
raked and smoothed over between prac- 
tice sessions. 

Important visitors and guests are often 
invited to watch the fights. The arena is 
also used to hold the public auctions where 
gladiators are displayed and sold. 

33. Beast Stables. Stable Master: 
Bantra. This small building is used to hold 
wild beasts and animals. Such creatures 
are used to train gladiators. Currently, the 
stable has a cave bear, a rhinoceros and a 
white bull. 

Bantra lives in the stable and takes care 
of the animals. He is an elderly prisoner 
and is highly trusted and liked by the 
guards. He is given little supervision and 
generally tends to his own affairs. There is 
a rumor that several guards even took 
Bantra off the island one night and liquored 
him up. Apparently, one of Bantra’s prized 
animals was killed in the arenas and Bantra 
was so distraught over the animal’s death 
that the guards wanted to ease his pain. 

34. Gladiator Barracks. This build- 
ing serves as barracks for the gladiators. 
Each gladiator is kept in a cell. They are 
larger than the typical cells on the island 
(10’x10’). One cell forever remains empty 
except for a wooden sword and a wool 
cloak which lies neatly arranged on the 
cell's cot. This cell belonged to the infa- 
mous Tagula who went on to become the 
undefeated champion of the Empire. The 
training sword and cloak were his and 
the cell is maintained as a sort of shrine in 
his memory. 

35. Guard Barracks. These bar- 
racks are similar to the other military bar- 
racks on the island. 

36. Stable Master/Staff Quarters. 
Stable Master: Etrian Pode. This building 
serves as personal quarters for the Stable 
Master and his staff. It is partitioned and 
very well furnished. The Stable Master is a 
free man and a civilian. He is appointed 
by the Emperor to train the best gladiators 
available and is paid well for his services. 

He is considered the “commander” of 
the Gladiator school and the guards placed 
under him answer directly to him. To 


authority has caused a lot of friction 
between the Stable Master and the Garri- 
son Commander. 

37. Forwain Prison. Prison Master: 
Duvan Winz. This building is the oldest 
building on the island. Originally, it was 
constructed to protect the Imperial family 
during times of war, the entire island serv- 
ing as a final stronghold in the event Soult 
Tet was laid under siege. 

The building was transformed into a 
monastery of sorts for a short time, where 
Benyaran priests studied and copied 
sacred scrolls. 

For the last one hundred years, the 
building has served as a prison. Most of 
the prisoners in Forwain are short-term 
prisoners, having been convicted on minor 
crimes and serving sentences from thirty 
days to two years. (This is the building 
Raventhorpe was imprisoned in and it is 
where the high judge Curstain came to 
visit him for the last time.) 

The building is in very poor shape. It 
has a deep labyrinth of rooms beneath it 
that are usually flooded with water - the 
original foundation of the building now 
lying below the water line. The building 
was slated for demolition to make way for 
a new training arena when workers dis- 
covered a pair of Falcons had built their 
nest in the ornate stonework on top of 
the building. This was taken as a good 
omen and the building was spared. 

Duvan Winz is the Prison Master, 
although he can rarely be found on the 
premises. He normally delegates his 
responsibilities to the Captain of the 
Guard. Duvan can usually be found in the 
baths or the mess hall. 


Notes on the Map 


I want to point out that I had Brian 
Blume create the full-color map, based on 
some rather crude drawings I rushed to 
him via Priority Mail. Brian did a com- 
mendable job (on short notice I might add), 
with little guidance on my part. Upon com- 
pleting this article, I noticed that there are 
a few discrepancies between Brian's map 
and the map I had in my head. (Poor Brian 
wasn’t a mind-reader so I can’t place the 
blame at his feet.) The problems are minor 
and only call for a little clarification. 

If you look at the map, it appears as 
though Grand Bridge runs right along the 
surface off the island. One might assume 
a pedestrian crossing the bridge could 


simply step off the bridge and onto the 
island. This is not the case. The GM 
should be aware that the bridge is a full 
fifty feet above the river and runs roughly 
equal to the height of the walls on Bow- 
mar. So, in effect, the bridge forms a wall 
cutting the Gladiator School in half. There 
is a large arch under the bridge that allows 
soldiers on the island to freely move from 
the school to building 37. The GM should 
also be aware that the towers on Bowmar 
Island that butt up against the bridge are 
manned by guards who can control traffic 
across the bridges. These towers have 
doors that give access to spiraling stair 
cases which can take authorized persons 
down to the island. 

The only other thing I want to point 
out is that the details of the city on the 
banks do not, and were not, meant to 
portray the city of Soult Tet. I didn’t give 
Brian this information and simply told 
him to fill the banks with generic buildings 
and streets. Fans of the Alderac Antholo- 
gy should not be surprised if those areas 
change in future articles and maps. 

Finally, all gates should be assumed to 
have working gates that can be closed in 
times of crisis. This includes both ends of 
the bridge on either bank, the gates to 
the prison area, and the gates to the 
Gladiator school. In addition the dock 
area can be secured by means of a net 
that can be hoisted out of the water by 
guards in the flanking towers. 

The entire island has been designed to 
be a fortress as well as a prison. In time of 
war, Bowmar Island can be quickly trans- 
formed into a stronghold. 


Conclusion 


That concludes our tour of Bowmar 
Island. | think you will find that this simple 
setting can provide you and your players 
countless opportunities for adventure. In 
the next issue we will present Escape 
from Bowmar Island, an adventure 
which will include some floor plans. 

I have several more installments in the 
Soult Tet series lined up, including a 
Thieves Guild, a Market Place and other 
areas of the city that are froth with adven- 
ture. Remember this series will comple- 
ment our sister publication, The Alderac 
Anthology, with many of the stories 
unfolding on the maps presented within 
the pages of SHADIS. Q 
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Exploring the World of Online Gaming 


By D.M. & E.A. Millheim 





triking the ENTER key, I hear 
S the telltale buzz of a node con- 
nection, and I am there. Looking 
around, I find that this place is huge, a 
world in itself. What will I find? Will it 
be high adventure of a medieval time, or 
gothic horrors that I am quite happy to 
find slip away with a signoff command? 
My fingers itch; my mind is sharp as 
a knife. I long for those adventures. 
There are so many to be had, and so lit- 
tle time before the offline “real” world 
intervenes. I strike another key, and 
begin to explore. 


Taking It to the People 


The sound of dice rolling across the 
table and onto the floor is accompanied 
by a curse and dive for the lost polyhedra. 
Nearby, one participant wanders off on a 
coffee break. Another pages through a 
magazine. For several minutes, everyone 
talks at once, arguing over rules. The 
phone rings. And, somewhere during all 
of this, a game is being played. These 
players drove as far as forty miles, some 
from other cities, to get here. 

In contrast, the game I played online 
during a recent weekend was experienced 
from the comfort of my own home. The 
room was quiet, accompanied only by the 
patter of the keyboard. When I wanted to 
grab something to eat, none of the other 
players were aware of it, so they weren't 
distracted. My dice were tucked away on 
a shelf. My magazines were set aside. 

Online chat games, “round table” 
style, are becoming more common on the 
national communications networks. Gen- 
erally, they are played in what are termed 
“rooms,” “round tables,” or “conference 
centers.” Imagining a network as one 
huge CB radio will give a good idea. 
These “rooms” compare to channels 
on the radio, and if each player tunes in 


SHADIS © 1994. 


to the same channel, they can play a 
game together. 

For these live chat games, everyone 
has agreed to show up in the same room 
at the same time, and none of them has 
driven forty miles in the snow to do so. In 
fact, each of them is probably from a dif- 
ferent state, and their get-togethers were 
arranged by a note posted on a virtual bul- 
letin board that flashed coast to coast. 


Race of the Snails 

Play-By-Mail has grown in popularity 
to the extent of having entire magazines 
dedicated to this subject. Playing by U.S. 
Mail has disadvantages to it, the most 
frustrating being the wait for the outcome 
of your move. Once in a while, a move 
lost in transit or mangled by some postal 
machine will throw a wrench into the 
works; so in the end, as time stretches 
on, you might lose interest and the 
money you've spent goes to the winds. 

In the electronic world of network gam- 
ing, you have the advantage of knowing 
your electronic mail (e-mail) has reached 
the person you sent it to in the few sec- 
onds it takes to push a button. Most of 
the major online services have private 
electronic mail features as well as an e- 
mail gaming community, so as with the 
other methods of role-playing available, 
you are sure to find something that suits 
you. These games are not immediately 
available to the unsubscribing general 
public, as the messages pass through as 
“private” correspondence. 

Another aspect of many online net- 
works is message-based gaming. This is 
much akin to players and the Gamemaster 
joining together to create a story, and 
tends to be more structured and drawn-out 
than online chat games. The Gamemaster 
opens with a move and sequence of events 


in a story form. Players then, in some 
cases, have varying amounts of time to 
post their characters’ moves, and what 
they would like to try, on the bulletin 
boards. The Gamemaster, after looking 
over the players’ moves, rolls dice offline if 
needed. The events that transpire next are 
a result of the players’ actions, though the 
dice might still dictate a success or failure 
in some tasks. The story starts in a certain 
way, but with the dice even a Gamemaster 
will not know for certain the outcome. 
One thing that most people enjoy about 
posting their moves on a bulletin board is 
the fact that when you post your message, 
a mere few seconds pass and your post/ 
game move is there for all in the game to 
see. (No waiting for the flap of the mail- 
box.) And in most cases, the games are 
updated at least once a week (some have 
even been known to update right after the 
players post) and in an hour or so, the 
next game move and resulting events are 
posted. Message-based games, posted on 
bulletin boards, are more accessible to the 
public than games played by e-mail. As a 
result, it's easier to recruit new players. 


Live the Fantasy 


Yet another type of role-playing found 
online is generally referred to as free-form 
gaming. It can be found on at least two of 
the major networks as an “Inn” in which 
role-players interact with others without a 
Gamemaster or set game schedule. The 
inter-galactic space traveller can sit and 
“have a drink” with a sorcerer without 
any kind of game system between them. 
Anyone and everyone can contribute to 
the collage of fantasy, and romances are 
kindled and broken every night in the 
spirit of role-playing. 

This style of online gaming can be a 
bit awkward for the online newcomer to 
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become familiar with, as it is found almost 
exclusively in the online community, and 
is fairly rare outside the electronic nets. 
Entering such an “Inn” with an open 
mind and willingness to learn, though, will 
often result in offers or explanations from 
others as to what is going on that night, 
which drinks to avoid, and what the major 
topics of conversation are. Socializing 
between gamers and their characters is an 
excellent method of understanding differ- 
ent player styles, and the wide diversity of 
methods from around the country. 


Electronic Fencing 

Up to this point, we have been dis- 
cussing types of games available in mes- 
sage style. The player types a sentence, 
presses a button, and that’s it. The only 
intervening computer software is the 
communications software which allows 
you to connect to the network. 

Within the last few years, several of the 
online networks have added an entirely 
new dimension of role-playing to their 
offerings. These computer games are simi- 
lar to any which you might find in a soft- 


ware store, but with one major difference - 
many people can play in the same game 
“world” simultaneously. Rather than a sin- 
gle player taking control of multiple char- 
acters in your favorite high fantasy com- 
puter game, you are a single character 
and travel the width and breadth of a 
game with others. 

In addition, multi-player interactive 
games also cater to players who are not 
yet familiar with role-playing. For some of 
them, initially it is simply a game of trying 
to beat a computer. The discovery that 
you can actually become your character, 
with a little work and imagination, makes 
this type of game a valuable gate for 
increasing the number of role-players in 
the gaming industry. 


Rules-Mongers’ Paradise 


If you have ever sent a letter to a game 
company, you know that it can take a 
long time to get a reply. If you need a rule 
clarified, or wish to correspond with other 
fans of your favorite game, attending con- 
ventions is often the only way to do so. 

Message bases on communications 
networks are a good place to look for 


Technical COanual 


CDore than just deck plans... 





these things. Players can post questions, 
answers, and comments on their favorite 
game, and then go back days or weeks 
later to find that many letters have been 
posted in response. Gamemasters con- 
gregate in these places, and a hundred 
ways to test your players come up in 
conversation regularly. Often, libraries 
full of “Gamemaster’s assistant” pro- 
grams, graphics files, and informative 
articles are there for the browsing. 

If you are looking for a rare back issue 
of your favorite magazine; if you collect 
Alpha print copies of Magic: The Gather- 
ing cards; if you have lost the rules to an 
out-of-print game, then online is an excel- 
lent place to look. 

And so, the adventure begins with the 
screeching tones of two computers talking. 

Your opinions, comments, questions, 
complaints, and gripes are welcomed. 
Write to: PO Box 385, Tallevast FL 
34270-0385, to the screen name “Shael” 
on America Online, or Internet “shael@ 
aol.com.” Please include a U.S. Mail 
address and your name with any corre- 
spondence, and an SASE if you wish a 
reply on paper. 


AaWalileleyic 
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In this manual, you will find information on power, propulsion, control, defense, and weapon sys- 
tems. You will discover tactical guidance for employing these vessels in battle. Complete with anec- 
dotes, interviews, source material, and detailed illustrations, The Wyrmship Technical Manual will 
make you the master of a galaxy's most powerful warships. 


The Wyrmship Technical Manual is an indispensable reference and sourcebook to 
role-players and fans of science fiction and fantasy alike. 
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Adventures on the Fly! 


What is a Hook, 
Line & Sinker? 


Hook, Line & Sinker is one 
of the most popular columns to 
have appeared in SHADIS. For 
the benefit of our new readers, an 
HLS is a brief plot-line for an 
adventure presented in a simple 
format. HLS scenarios are gener- 
ic and designed to give the Game- 
master the seeds for an adventure 
that he can build around. They 
come in handy when the GM 
has nothing else prepared, or 
finds the party has outpaced him 
and the prepared adventure sud- 
denly ends. Readers are encour- 
aged to submit HLS scenarios for 
any genre. 


Explanation 


Hook. The current situation or 
location of the adventuring party. 
Line. An opportunity for adven- 
ture that presents itself to the 
party. A line is normally present- 
ed as a short paragraph. Think of 
the line as the “bait” to lure the 
party into an adventure. 

Sinker. The clincher to the line 
The sinker presents the GM with 
a dilemma that makes the situa- 
tion a true adventure. 





A Question of Vengeance 

Hook: The party is in a bar having a well 
deserved round of drinks at the conclu- 
sion of a grand adventure. 

Line: An obnoxious drunk takes a dislike 
to one of the party members. He starts in 
by making the party member the butt of 
his jokes. Eventually, he begins to press 
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for a fight. One of the drunk’s friends 
buys a round of drinks for the party and 
explains that his friend's brother was mur- 
dered and that the party member bares 
an uncanny resemblance to the murderer. 
He explains his drunken friend killed the 
culprit in rage. Since that time, rarely a 
day goes by that he doesn’t get smashed 
in the local pubs. He begs the party to 
overlook the insults. 

Sinker: The drunk will not let up his ver- 
bal attacks on the party member. Eventu- 
ally, his friend manages to drag him from 
the bar as the party sighs with relief. 

An hour or so later, however, the drunk 
bursts back into the bar alone. He has 
shaken his escorts and has armed himself 
with a short dagger. He approaches the 
same party member and begins to accuse 
him of murdering his brother. He is going 
to settle the score. 

As the party tries to talk sense into 
him, the drunk lunges at his prey and a 
fight ensues. 

The man is extremely drunk and will 
be oblivious to wounds. He will fight to 
the death unless the crowd manages to 
grapple him and disarm him. 

After the confrontation has concluded, 
the drunk’s friend will appear. If the 
drunk has been killed there will be hell to 
pay. The friend looks at the party mem- 
ber and asks him how he could kill an 
innocent man. If the drunk has merely 
been disarmed and restrained, the matter 
should end peacefully. Otherwise, the 
friend will feel inclined to seek revenge. 
(Although he may choose a quieter, more 
opportune time to strike, avoiding a pub- 
lic display.) At any rate, this should liven 
up an otherwise typical night quaffing 
rounds at the bar. 

dolly R. Blackburn 





Edited by Jolly R. Blackburn 


The Dancer 

Hook: The party is in any city or large 
town, possibly even a starport. 

Line: As the party passes the home of a 
nobleman or city official, a girl leans from 
an upstairs window and screams for help. 
After screaming once more, she leaps 
from the window landing in some bushes. 
The girl is dressed as a dancing-girl, com- 
plete with ankle bells. She begs the party 
to help her escape the city. She explains 
she was kidnapped by the nobleman who 
had forced her to dance and entertain 
him. The girl is very beautiful, with slight- 
ly pointed ears and almond-shaped eyes, 
giving her a very exotic cast. 

Sinker: The dancing girl is not human at 
all, but rather a shapeshifter from a cat- 
like race. Her normal form resembles a 
tiger-sized siamese cat, and her percep- 
tions, attitude, and scent reflect this. Ani- 
mals will have strange reactions to her, 
fleeing in terror or attacking her, though 
horses can eventually become accus- 
tomed to the smell. Her moods will 
change quickly, sometimes being affec- 
tionate, and other times striking out with 
her long fingernails. The party may even 
notice how often she creeps up on small 
animals and birds, staring at them for 
long periods of time. 

Because of her perceptions, she will 
often notice odd things going on around 
her (such as magic, or hidden items), but 
will seldom point them out unless they 
can directly harm her. 

The ankle bells, which are locked on, 
are magical items and prevent her from 
shapeshifting back to her natural form. 

The nobleman values his “pet” and will 
try everything to get her back. If the party 
agrees to help the girl, she will ask them 
to escort her back to her native land, 
which is a jungle region far, far away. 
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Hook, Line & Sinker™ 


If the party refuses to help, the girl will 
still turn up again and again during their 
adventures. She’s like a bad penny, turn- 
ing up around meal time and when she’s 
found her way into more trouble. 

Colleen Robbins 


On Hallowed Ground 


Hook: The party is travelling cross country 
and comes upon a vast, grassy plain. 

Line: Lying among the tall patches of 
grass are the sunbleached bones of thou- 
sands upon thousands of dead soldiers. 
Scattered about, the party can easily dis- 
cern the broken hilts of rusty swords and 
worm-eaten spear shafts lying among the 
bones. Many skeletons have fragments of 
chain mail and armor still clinging to 
them. Upon closer inspection, the party 
realizes that the wide variety of weapons 
and armor seem to indicate that the long 
dead soldiers are from different periods 
of history, some quite recent and others 
very ancient. 

Sinker: The field is the legendary holy- 
site “Fields of Bone” where hundreds of 
great battles from the past were fought 
during a religious war. 

The site, and everything in it, is con- 
sidered holy by a strange religious cult. 
(GM's choice.) Removing anything from 
the location is strictly forbidden. Trav- 
ellers are tolerated, and allowed to pass 
through the area unharmed. However, if 
the sight is defiled, or if anything is 
removed, cult members will seek revenge. 

Prominently posted around the field on 
tall poles set in the ground are the bodies 
of haphazard fools who dared to remove 
a weapon or some relic from the field. 

Magic users and clerics in the party 
may recall rumors that bone fragments 
and soil from the site make powerful spell 
components and charms (thus, tempting 
the party to ignore the warnings). The 
GM can handle any theft or defilement in 
several ways. Perhaps the removed items 
are cursed and bring bad luck until they 
are voluntarily retumed. Or, more likely, 
cult guards stand watch over the roads 
leading to and from the area, and make a 
habit of searching travellers. Have fun 
with this one, it has some great potential 
as a hook for several adventures. 

dolly R. Blackburn 


The Gate Guard from Hell 


Hook: This HLS was inspired by the 
guard incident in part one of my fictional 
series, The Bones of Ruin. (See SHADIS 
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#1.) Throw it at your players the next time 
they enter a large, walled city with gates. 
Line: As the party is about to enter the 
gates, a pair of city guards block their way. 
They inform the party that the King is col- 
lecting a special tax to help defray expens- 
es for an upcoming festival. The tax should 
be an outrageous amount. Meanwhile, as 
the guards are dealing with the party, 
dozens of other travellers are freely enter- 
ing the city without paying. If the party 
points this out to the guards, they will be 
very offended and say something like, 
“You telling us how to do our jobs?” 
Sinker: The obnoxious duo are running a 
scam on the party and shaking them down. 
They wait until they see strangers (who 
look like they have a lot of money) and try 
their best to empty their pockets. If the 
party pays the tax without squabbling, the 
guards will come up with a gate toll that 
must be paid. This will continue until the 
party either refuses to pay, or they claim 
they don’t have anymore money. At that 
point, the guards will emphatically deny the 
party entrance to the city, stating that 
“vagrants” aren't allowed in. Of course, the 
party can find other ways into the city, but 
they will be fuming mad. 

dolly R. Blackburn 


Bull in the China Shop 


Hook: Okay, | admit this one is a little 
mean-spirited, but it should be lots of fun. 
The party is in town and visiting the vari- 
ous shops. They come across a curios 
shop and step inside. 

Line: This shop is incredible. There are 
strange items and devices hanging from 
the rafters and piled on large wooden 
tables and bins. The GM should place a 
few choice items that make the party drool 
with anticipation. There are also numerous 
bins filled with fine china and crystal. 
Posted prominently on the wall is a sign 
that reads, “Please do not handle the 
merchandise. Ask for assistance.” The 
shop is fairly crowded and the party will 
have trouble getting the clerk’s attention. 
Sinker: In one bin is a metal box, cov- 
ered with magical runes. It will immediate- 
ly draw the attention of the party because 
of its fine craftsmanship. The GM should 
describe the box in such a way that the 
party will be compelled to open it. It 
should be very obvious that the lock on 
the box is broken and can easily be 
opened. If the party opens the box, a 
very angry, long-horned steer appears in 
a cloud of blue smoke. The steer immedi- 





ately goes into a rage and attacks every- 
thing in sight. It crashes into the china 
tables and it tramples over the customers. 
In short, the party is in some pretty deep 
cow manure. Sit back and see how they 
handle the situation. 

B.A. Felton 


Pillars of Procras 
Hook: The party is trudging through a 
dungeon when they suddenly come across 
a pair of beautifully ornate pillars which 
they must pass through. 
Line: The pillars are blanketed in mysteri- 
ous runes and strange characters — none 
of which the party has seen before. If the 
players are observant, they notice the 
words “Pass Not This Way” on the dun- 
geon floor, apparently scratched into the 
stone with a sharp instrument. 
Sinker: The pillars form a magical portal. 
Anyone passing through this portal is sub- 
ject to strange, magical encounters. The 
pillars have a powerful “mutating” spell 
cast upon them — meaning the spell is con- 
stantly maintained, but its results constantly 
change. One person, for example, might 
pass through the pillars and be struck 
immediately blind. The next person may 
only have the hair singed off his eyebrows 
by a powerful blast of heat. The magical 
aura about the pillar has one other peculiar 
quirk. The effects of passing through the 
pillars are time-delayed. It may take min- 
utes, hours, or days before the results are 
seen. Keep in mind each party member 
that passes through the pillars will have 
his/her own unique result which will take 
effect at different points in time. The party 
will pass through the pillars and, when 
nothing happens, will more than likely 
shrug the whole affair off. As the days 
pass, and bizarre things begin to happen, 
they may even fail to make the connection. 
Howard Tess Q 
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RALPH BAKSHI'S WIZARD’S 


This 128 page book is a complete role- 
playing game, and contains background 
and source material expanding on and ex- 
plaining the material seen in the movie. 
The background material includes a his- 
tory of the Earth from the present day up to 
the time of the movie, profiles of the major 
characters, descriptions of the creatures, 
anda map of the continent. Game statistics 
are also provided for each of the above. 
Finally, to get new game masters started 
quickly,a full-length adventure is included. 
If your a fan of Ralph Bakshi's Wizards 
this game is a must for your collection! 


Stock no.: WHT-3001 Retail: $16.95 


This 80-page book will detail the land of 
Montagar, the magical land that is the home of 
Avatar, Elinore, and Weehawk, the movie's 
three maincharacters. The politics of Montagar 
will be covered, as well as the social, geo- 
graphic, and economic makeup. A detailed map 
will be provided, and new backgrounds and 
traits unique to Montagar’s citizens will be 
explained. This book will also provide addi- 
tional source material on the land, its peoples, 
and the strange creatures thatcan be found there. 
Finally, the book will include a short adventure 
(approximately 32 pages) that will highlight the 
unique facets of this beautiful land. 


Stock no.: WHT-3003— _ Retail: $13.95 


This 80-page book will be a compan- 
ion volume to Montagar. It will detail 
the dark land of Scortch, a radioactive 
wasteland filled with mutants, and the 
lair of the evil mutant wizard 
Blackwolf, who is bent on global 
domination. Like Montagar, this book 
will expand on the source material 
from the movie, and will include new 
mutant species, new technologies, and 
the other details of the land. And, as 
always, a short adventure will be in- 
cluded, which will lead the players 
through this hostile land. 


Stock no.: WHT-3004 Retail: $13.95 





ALSO FOR RALPH BAKSHI'S WIZARDS... 


THE WESTERN HIGHLANDS 


This is a land of honor and ancient mysticism. 


Included in this 80 page 


sourcebook are detailed descriptions of the various races and their rulers. 


Stock# WHT- 3006 


THE EAST ELFLANDS 


Retail Price: $13.95 


Journey to the East Elflands, a land of savage and noble warriors. A full-length 
adventure are included in this two-fisted 80 page supplen.cnt. 


Stock# WHT- 3007 


Retail Price: $13.95 





TAKE A WALK ON THE WILD SIDE! 


WHIT PUBLICATIONS, INC. 
™ P.O, BOX 1397 Murray, KY 42071 


For a free catalogue send an $.A.SE to the address above or call $02-753-4297. Ralph 
Bakshis Wizards is licensed trademark of Bakshi Productions, Inc. The Whit Logo is a 
‘trademark of Whit Publications, Inc. Copyright ©1992. All Rights reserved. 





RALPH BAKSHI'S 
WIZARDS FAN CLUB 


‘That's right! Now you can join and leam 
about the 1977 classic as well as the new 
sequel. If you join right now you will 
receive the following... 


+ A full color "They killed Fritz" T-Shirt 
+ A quarterly news paper for one year 

+ A "I wanna show you a trick mother 
showed me when you weren't around." 
button 


Send$20,00toRalphBakshi's Wizards Fan 
Club/P.O. Box 1397 /Murray, KY 42071. 
Allow six toeight weeks for delivery. Also, 
include your shirt size S/M/L/XL/XXL 











Board Game 
RCAUCANCY 





Nightmare 
Roadshow Home Video 
Video Board Game @ No Solitaire 
Low Complexity 3-6 Players 


Not since Trivial Pursuit has a game 
drawn so much attention from the main- 
stream media as Nightmare. 

This game was first introduced in Aus- 
tralia in 1991, where there alone first 
year sales reached an unprecedented 
$4.5 million. 

In eighteen months, over a million 
copies were sold in seventeen countries 
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and seven languages. With traditional 
board games turning over a mere 5,000 
to 20,000 units their first year, Night- 
mare is a definite success story. 

Nightmare is a unique combination 
of video cassette and board game, creat- 
ing interactive television. All you need is a 
VHS video cassette recorder and you are 
ready to play. Included in the Night- 
mare game are a sixty minute VHS cas- 
sette, a graveyard game board, 256 
Time, Fate and Chance cards, thirty-six 
Keys, ten Nightmare cards, six molded 
tombstone playing pieces, six numbered 
discs, a drawstring bag, dice, a pencil, 
tules and a coin. 

Once you press the play button, you 
are not allowed to stop, pause, or rewind 
the tape. 

The object of the game is to stop the 
tape before the hour is up. But before 
you can stop the tape, you must collect all 
six of your character’s keys and then 
make your way to the center of Night- 
mare Square. Once you have arrived on 
the Nightmare Square, you must draw a 
Nightmare card and face what might be 
your greatest fear. 

Nightmare has something of a cult 
following in Australia. Popular nightclubs 
host “Nightmare” dance parties and a 
song inspired by the game soared to 
number one. The enormous international 
success of Nightmare led to the cre- 
ation of several sequels. Each sequel 
comes with a new VHS tape and cards, 
allowing owners of the original game to 
use the same board and components. 
Watch out - there are even rumors that a 
Nightmare movie is in the works. 

Most board games can expect a suc- 
cessful run of three to five years before the 
hype begins to diminish. After three years, 
Nightmare is still going strong and is 
poised to begin breaking records. Other 
companies, including TSR, have already 
taken notice of interactive video board 
games so expect to see more of them hit 
the shelves. 

I was a little skeptical when I pulled 
this game out of the box. I’ve seen video 
interactive games before, and was never 
impressed. Nightmare, however, is a 
great party game. 

The Gamekeeper character is hilarious 
as he insults, teases and taunts the play- 
ers. At one moment in the game the 
Gamekeeper asks a player what his mid- 
dle name is. When the player answers the 








Gamekeeper laughs and says, “That is a 
funny name you little maggot!” 

Whenever the Gamekeeper appears 
on the screen and calls out a player’s 
number, the player is required to yell, 
“Yes, Gamemaster!” If the player isn’t fast 
enough in responding, he is banished to 
the black hole. It is the resulting yelling and 
interaction with the television character 
that makes Nightmare such great fun. 

Unlike many video board game combi- 
nations, Nightmare uses a unique card 
system that ensures each game plays dif- 
ferently. The Gamekeeper becomes a 
moderator and players concentrate on 
playing the board game, pausing only 
when their host appears on the screen and 
following any directions he might have. 

If you are looking for a great party 
game that is easy to play and big on 
laughs, buy this game. 

Joe Harper 
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Starship 
Combat 


Brilliant Lances 
GDW 
Starship Combat No Solitaire 
Average Complexity # 2+ Players 


. space is vast, and the distances 
which must be defended are so large that 
the passage of light itself is measured in 
seconds. At these distances, opposing 
ships are invisible to each other; an entire 
planet appears only the size of a thumb- 
nail.... Like ancient jousting knights, the 
warships of the 57th Century seek to 
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serve the crucial first hit that will put the 
enemy at a decisive disadvantage. To do 
this, they send powerful bolts of pure 
energy ~ relativistic particles and bundles 
of coherent photons - sizzling into the 
vast darkness. These bolts, silent but blind- 
ingly bright, strike the enemy hulls with 
mathematically perfect violence, piercing 
and rending them like brilliant lances.” 

The above passage is from the intro- 
duction to the Brilliant Lances rule- 
book and best describes what this game is 
all about. Brilliant Lances is GDW’s 
new starship combat game, designed to 
be played alone or in conjunction with 
Traveller: The New Era. 

Brilliant Lances is a boxed game 
and includes two rule booklets, three 
22”x31” maps, two sheets of die-cut card- 
board game counters, two two-sided refer- 
ence cards, a pad of forms to be used in 
the game, two six-sided dice, and a twen- 
ty-sided die. 

The first rulebook, appropriately enti- 
tled Rules of Play, is a thirty-two page 
book which presents the necessary rules 
to play the game, as well as several sce- 
narios. The other booklet, The Technical 
Booklet, contains rules that players can 
use to design their own starships. These 
are the same rules that were used to cre- 
ate the starship designs for Brilliant 
Lances and other Traveller:The New 
Era products. The back of The Technical 
Booklet lists the ship data profiles for all 
of the ships used in Brilliant Lances, 
providing ship statistics and ratings. 

The three maps have a star background 
which portray deep space and are over 
printed with a hexagonal grid which is 
used to measure distance and movement. 
Each hex represents 30,000 kilometers or 
1/10 of a light-second. 

The ship counters included with the 
game do not have any statistics or game 
values printed on them - you will find 
only an ID number which is used to iden- 
tify the ship during play. The lack of stats 
on the counters is due to the fact that 
Brilliant Lances is basically a minia- 
tures game. Devoted players, no doubt, 
will want to dispense with the counters 
and purchase the new line of Traveller: 
The New Era miniatures that will soon be 
available from RAFM. 

Combat data and statistics for individ- 
ual ships are recorded and tacked on sep- 
arate data profile/control panel sheets. 
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GDW has done an admirable job of pre- 
senting a very detailed combat system with- 
out it becoming an exercise in cumbersome 
rules. The control panel sheets are brilliant- 
ly (no pun intended) organized, making for 
smoother record keeping and play. 

These rules cover a broad spectrum, 
including such topics as gravity, sensor 
drones, boarding parties, surprise, dam- 
age control, and full integration into Trav- 
eller: The New Era. 

I highly recommend this game, regard- 
less of if you are a simple miniatures buff 
or an avid Traveller fan. 

B.A. Felton 





Superchess 
Green Island Games 
Strategy @ No Solitaire 
Low Complexity @ 2-4 Players 


There have been numerous attempts 
over the years to develop a chess deriva- 
tive in which more than two players can 
match wits. The problem is that they have 
attempted to use a standard chess board. 
The resulting games were an exercise in 
colliding Pawns and board congestion. 
Finally, someone has taken a unique 
approach to the problem, and come up 
with a very playable and enjoyable twist 
on an old game. 

The designers of Superchess, wisely 
left the basic game mechanics of chess 
alone. Veteran chess players won't have 
to learn any new pieces or movement 
conventions. The most obvious difference 
is the bizarre board which is laid out in a 
diamond configuration. 

Another big change from standard 
chess is the setup of the pieces which 
resembles a wing formation rather than 
the conventional linear front. 

The game is played with partners. The 
light-colored forces (white and tan pieces) 
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confront the dark-colored forces (black 
and brown). Partners sit across from one 
another. The first side to checkmate both 
opposing Kings wins the game. 

Superchess has unlimited possibili- 
ties and comes with a twenty-page book- 
let of basic and variant rules. These 
include two, three and four player games. 
You'll also get a large vinyl board and 
four sets of chess figures. 

If you love chess, then it’s a given that 
you will fall in love with Superchess. 
There are also rumors that Green Island 
Games is working on Superchess II which 
features a larger playing area, allowing 
Queens and Bishops greater latitude. 

One thing that it I discovered by play- 
ing Superchess is that it helped me to 
become better at conventional chess. 
With more opponents to contend with, as 
well as a wider range of movement 
options, Superchess forces players to 
think and abandon old strategies. 

You can get a copy of Superchess 
at your local game store. If they don’t 
carry it, you can order direct from World 
Superchess Headquarters, Green Island 
Games, PO Box 17450, Seattle WA 
98107. The $28.95 price includes 
postage and handling. 

You can also order the rulebook sepa- 
rately for $2.95 if you'd like to read up on 
the game in greater detail before ordering. 

Scott Johnson QO. 


Superchess® 


For 2, 3 or 4 Players! 







Superchess 


‘Send check or money order of $28.95 for each 
game purchased (includes shipping/handling). 
Mail to 


Green Island Games, PO Box 17450 
Dept. SH, Seattle, WA 98107 


Dealer Inquiries: (206) 782-4143 
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Small Press World 


By Jolly R. Blackburn 





elcome back to another install- 
W ment of Zine Scene. | must start 

off by saying I was really pleased 
with the response of our reader survey in 
the last issue. This column scored high 
marks. I was both thrilled and relieved to 
find that other gamers share my fascina- 
tion with small press gaming publications. 
To be honest, my partners were begin- 
ning to question the wisdom of a column 
devoted to our competitor’s magazines. 
Many readers commented that they were 
glad to see that there is such an abun- 
dance of zines out there. Proof positive 
that the gaming industry is alive and well. 

I try to keep my information as current 
as possible, but be aware - most of these 
zines are small press and put out by a 
single individual on a limited budget. 
Many zines close shop over night due to 
finances, lack of interest or factors outside 
of the editor’s control. You may want to 
write a letter of inquiry before sending 
your check or money order. At any rate, 
SHADIS isn’t responsible for subscrip- 
tions or orders that are not honored. 

If you know of any zines out there that 
could use the exposure, send us an address 
or encourage the publisher to drop us an 
issue in the mail. 

Without further adieu, lets take a look 
at this issue’s line up. 


Gulfcoast Gamers Gurls 


XATAXOMBY 


Publisher: Hobby Quest, Inc. 
Editor: Ed Broxson 
Frequency: Bi-monthly 
Sample Copy: $1.00 

This zine, pronounced Catacombs, is 
a good example of an organizational mag- 
azine. Catacombs reports on the activi- 
ties and happenings of the Gulf Coast 
Gamer's Club. Much of the material there- 
in has a regional focus, but would-be read- 
ers shouldn't shy away from it for that rea- 
son. Catacombs contains numerous 
interesting gaming articles, as well as relat- 
ed fiction. 

Issue #2 of Catacombs had a short 
FRPG adventure set in a light house, as 
well as several well written pieces of fic- 
tion. It also contained a section which 
showcased local artists. Each issue aver- 
ages twenty-four pages. It appears there 
is slightly more fiction in the mix than 
straight gaming articles, but the zine is 
currently only into its second issue, so 
that could change. 

The real gem from Issue #2 was a 
hilarious story based on a Magic: The 
Gathering™ duel which unfolded from 
the point of view of the dueling mages. 
I'm still chuckling over that one. 

You can get a sample copy of Cata- 
combs by sending a buck to Hobby 
Quest, Inc., 604 42nd Street, Sarasota 
FL 34234. 


~ STRATEGIC RESERVE 





Strategic Reserve 


Publisher: Midnight Games 
Editor: Shared Credit 
Frequency: Quarterly 
Sample Copy: $6.00 


Strategic Reserve is a house organ 
for Midnight Games and supports its 
play-by-mail campaigns. Here, players 
can learn more about the worlds 
they are adventuring in, read newsworthy 
events, and brush up on new rules 
and developments. 

I haven’t had the privilege of playing 
Midnight Game’s North Island PBM 
campaign, but reading through the maga- 
zine sure wet my appetite. 

Of particular interest to me was the 
Rumormongers Round Table where 
rumors in the various campaigns are 
tossed around. Tidbits such as “The Dark 
King’s tomb remains empty, but there 
appears to be a search going on for his 
toys...” are intriguing to say the least. 

You can get a sample copy of the zine 
for $6.00. On the surface, that price may 
appear steep, but the reader should know 
that the Strategic Reserve has no out- 
side advertising. This zine probably 
wouldn’t be of interest to non-players. If 
you are considering playing a PBM game, 
however, this would be an excellent way 
to peek behind the scenes and see what 
kind of activity is taking place. 

Send your check to Strategic Reserve, 
PO Box 280, Medford OR 97501-0019. 
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Last Province 


Publisher: Last Province Publishing 
Editor: Paz Newis 
Frequency: Bi-monthly 
Sub Rate: £21.00 

Last Province is a pro-zine that hails 
from Scotland. | ran into the editor at 
GENCON and quickly wrestled a few 
back issues from him. | must say Last 
Province is an impressive magazine. 
The articles are original and interesting 
reading. Most issues feature an adventure, 
complete with player props and GM 
materials (nice touch). There are also 
some regular features that would make 
any editor envious. The last two pages 
are usually devoted to six generic NPCs 
for a wide range of genres, complete with 
an illustration and detailed background. 

Another regular column that I found 
interesting is called Revenants which 
takes a look at games that are no longer 
in print. (Like Bushido, for example). 

The editor of Last Province does a 
very admirable job of pulling together some 
high quality material. One thing | really like 
about this zine is the player props for the 
adventures ran in the magazine. 

Editor’s Note: As I was writing this col- 
umn I learned that Last Province has 
ceased publication due to financial prob- 
lems. I’ve also learned that Atlas Games 
still has the first three back issues in 
stock. You can write to Atlas Games, PO 
Box 406, Northfield MN 55057, for 
more information. 
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The Scroll 


Publisher: Sage Lore Press 
Editor: William D. Tilman 
Frequency: Bi-monthly 
Sample Copy: $2.95 

Here’s an old favorite of mine that I 
feared had gone the way of so many 
other small press magazines. I’m glad I 
was wrong about its demise. Apparently, 
The Scroll changed editorial hands and 
there was a period of inactivity. | have 
been assured that this zine will be back on 
a regular publishing schedule soon. 

The issues of The Scroll that I have 
average forty-four pages in length and 
have two-color, gloss covers. I’m not sure 
where the new editor will be taking The 
Scroll, so keep in mind that this overview 
is based on past issues. 

The Scroll typically has covered 
small press games. Regular features 
include fiction, how-to articles, an art 
gallery, new monsters and serial fiction. 

Almost every issue has at least one 
adventure, usually for games that receive 
little press or support from the bigger 
zines. This magazine proves to be a great 
place to start your exploration of the 
world of small press. 

You'll also find reviews and general 
interest articles from some well-known 
writers (such as Spike Jones, Michael 
Hopcroft and Robert Zimmerman). 

You can get a copy of The Scroll by 
sending a check to The Scroll, 4401 76th 
Avenue West #12, Tacoma WA 98466. 





Zine Scene 


The World Builder 


Publisher: The World Builder 
Editor: Ty Belknap 
Frequency: Bi-monthly 
Sample Issue: $2.00 

The World Builder is a games maga- 
zine with a nice twist. As the name implies, 
this zine centers around the creation and 
detailing of fantasy campaign milieus. 

Issues run around twenty-four pages 
with black and white art throughout, 

The bulk of each issue deals with arti- 
cles and maps detailing the editor's world 
of Barley. The remainder of the magazine 
is usually filled with short, interesting arti- 
cles by various small press writers. 

As I mentioned before, The World 
Builder is not your typical game maga- 
zine and is tailored to the tastes of a spe- 
cific audience. If you love reading about 
new worlds and campaign settings, then 
this zine would probably be of particular 
interest to you. 

To get your hands on a copy, send 
$2.00 to The World Builder, PO Box 
576, Milton WA 98354-0576. Q 


SHAD GOOFED! 


Thanks to Shad’s lackadaisical 
research, last issue we inaccu- 
rately reported that Morn- 


ingstar Rising was a free pub- 
lication. However, this is not 
the case. The annual subscrip- 
tion rate is $12.00. 
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KNIGHT GALLERY 


An Artist’s Showcase 


Dan Smith 


Dan Smith likes almost everything on his pizza 
except anchovies. Operating as a high level 
agent (a.k.a. SMIF) for a top-secret espionage 
organization, SMIF defected during a routine 
safety inspection. His reasons include a distinct 
lack of illustrative opportunities in high level 
counter-intelligence, and no “Mr. Pibb” in the 
soda machines. 

In between strictly enforced duck and cover 
drills and intensive Cheese Spread therapy, this 
bum vivant has defaced virgin surfaces for the likes 
of Steve Jackson Games, White Wolf, FASA, 
1.C.E., and R. Talsorian. Some magazines unable 
to shake free from his scribblings are Pyramid, 
White Wolf, Challenge, Ka*ge, Mech, and of 
course, SHADIS. 

He never parks in the handicapped spaces, but 
has been known to take a bribe in the interest of 
regional safety. 

SMIF enjoys flipping his wig in a capitalistic 
free market society and has no need for awards 
(other than monetary), as they are a standard for a 
bourgeois society in which he is not allowed 
to participate. 

One is left to speculate what SMIF might do if 
he were able to untangle himself from his art 
table’s unsightly umbilical cord. Polish his 
saladshooter marksmanship trophy? Listen to the 
second Mrs. Miller album? Watch the UPS truck 
drive by? It’s a moot point. Buy American. 
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The incredible world of Rifts as 
3-dimensional metal miniatures 


's remains one of the absolute hottest role-playing games on the market! 
With mind-boggling characters, art and designs like those found in Rifts Triax 
and Wormwood — Dimension Book One this is one RPG that continues to 
surprise and delight its fans. 

Now Palladium adds a new dimension to the world of Rifts. Three dimen. 
sional, collectable pewter figures (25 mm scale)! 

These figures are produced by some of the finest sculptors:at Palladium’s 
disposal and includes the impressive talents of Jeff Wilhelm, James Johnson, 
Stephen Trickett, William Adams, Jason Weibe, Timothy Prow and Kevin 
White. All our sculptors work under the direct guidance of Kevin Siembieda 
and the Palladium staff. 


Since the release of these popular pewter figures, Palladium has been 
swamped with demands for a set of miniature combat rules. We aren't making 
any promises, but we're seriously considering the idea — so keep your eyes 
peeled 

Meanwhile, the incredible SAMAS, Sky Cycle, Juicers, Skelebots, Glitter 
Boy, Atlantis figures and others are available to decorate your shelf and enhance 
your games right now! Check “em out! 


Rifts’ Miniature Check List 


—— 800! Glitter Boy #1 (our best selling figure): $7.95 
8002 Xitcix Pack (3 figures): $6.95 
8003 Coalition Soldiers #1 (4 figures; super hot!): $6.95 
8004 Coalition Dog Pack #1 (4 figures; hot!): $6.95 
8005 Men of Magic (4 Rifts figures): $6.95 
8006 Cyborgs #1 (4 figures; hot!): $7.95 
8007 Simvan & Ostrasaurus (a beauty & a steal!): $6.95 
8008 Coalition Skelebots #1 (4 figures; hot!): $7.95 
8009 Coalition SAMAS (2 large, beautiful figures; hot!): $8.95 
8010 Coalition Sky Cycle (an incredible piece!! Hot!): $9.95 
8011 Coalition Dog Pack #2 (4 different figures): $6.95 
8012 Juicers & a Crazy (4 dynamic figures): $7.95 
8013 Cyborgs #2 (4 new, great figures!): $8.95 
8014 Atlantis Set #1 (Overlord & 3 others; incredible): $8.95 
8015 Damaged Skelebots #1 (3 figures, one dead on base): $7.95 


Recent releases 


8016 Cyber-adventurers #1 (cyber-knights & a new juicer): $7.95 
8017 Rogues & Scout #1 (4 figures, nice): $7.95 

8018 Brodkil & Witchling (2 giant figures, one small): $8.95 
8019 Damaged Skelebots #2 (4 battle damaged bots): $7.95 
8020 Psi-stalkers & Scouts #1 (4 figures, nice): $7.95 


Palladium Books” 
Dept. D 


12455 Universal Drive 
Taylor, Mi. 48180 


Copyright © 1994 Palladium Books Inc. 
Palladium Books, Megaverse, and Rifts are all registered trademarks owned & licensed by Kevin 
Siembieda, Triax, Wormwood, SAMAS, Glitter Boy, Skelebots and other titles and names are trademarke 
owned by Kevin Siembieda. 


oming Soon 


Triax Predator 
Triax Terrain Hopper & Explorer 
Triax Power Armor & Bots 
NGR Soldiers 
Gurgoyles & Gargoyles 
Atlantis Set #2: Overlord & Conservator 
Rifts Vampires Set #1 
Wormwood Figures (monsters & heroes) 
Chiang-ku Dragon 
And more! 
UAR-! Giant Assault Bot with 4 new CS soldiers and skelebots 
in action poses! Not yet scheduled 
Boxed Set: Splugorth Slaver and barge with warrior women. Not yet scheduled. 


Rifts World Book Five: Triax & The NGR 


Triax & the NGR is one of the most visually dynamic books ever produc: 
by Palladium! Scores of NEW designs for robots, cyborgs, power armor, 
weapons and vehicles. 


The high-tech wonders of Triax are laid at your fingertips. Incredible bots 
and power armor that surpass anything the Coalition States have to offer, The 
world of the New German Republic is described with all of its splendor and 
horrors. And there are horrors. The Germany of Rifts Earth is a battlefield 
under siege by supernatural monsters and alien invaders. The villainous Gar- 
goyle Empire, brodkil and gene-splicers are only a few of the demonic forces 
who challenge their very existence 
Highlights Include: 
© Over 40 new designs for robots, power armor, cyborgs and vehicles, 

plus weapons, accessories, and equipment! 

Cyborgs and cybernetic implants. 

Over a dozen new Occupational Character Classes. 

The armies of the New German Republic (NGR). 

Gargoyles, their weapons, equipment and power armor! 

The Gargoyle Empire, Brodkil, Gene-splicers, an evil Millennium Tree 
and other exciting villains. 

Germany Mapped and key places described. 

Written by Kevin Siembieda with concepts by Kevin Long. 

Artwork by Kevin Long, Newton Ewell and Kevin Siembieda, plus 11 
pages of comic strip by Long & Siembieda! 

$19.95 plus $2.00 for postage and handling. 

190+ pages — Available now at stores everywhere! 
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By Ken Carpenter 
Photos by Don Witmer 


ell, here we are again - I’m still 
writing and you still have noth- 
ing better to do than read my 


drivel. Let's see...what were we supposed 
to do this time? Oh, yeah! An army for 
Warhammer Fantasy! 

So you don’t think I’m on Games 
Workshop's payroll, we'll do something for 
either BattleTech or Ogre Miniatures 
next time (unless, of course, they do send 
me a check). I’m also playing with Legions 
of Steel, BattleSystem and who knows 
what else for future columns. If you don’t 
see your favorite miniatures game on this 
list, send me a note (no, I don’t care to 
write material for out of print games). 

I am going to assume that you readers 
have a certain amount of familiarity with 
the Warhammer Fantasy rules, since | 
don’t really have room to include them. 

One of the most interesting WFB 
armies to run, in my book, is an Ore and 
Goblin army. While the army has a few 
minor disadvantages, like animosity tests 
that can set your units against each other 
and spell casters that tend to blow up (like I 
say, minor disadvantages), there is a huge 
variety of unit types and methods of play. 

This army can focus on fast, mounted 
units; on heavy foot troops; on massive 
war engines; or on a combination. In case 
I didn’t make myself clear in my last col- 
umn, I favor a balanced army - it’s the 
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only way that you can cover yourself, 
regardless of what the enemy fields. 

The army will be built to 3,000 points, 
a typical tournament-sized army for the 
local conventions. This means | can spend 
a maximum of 1,500 points on characters 
(leaders), which is especially important for 
an Orc and Goblin horde. I must spend a 
minimum of 750 points on regular troops 
and may spend up to that amount on 
allies, monsters and/or war machines. 
No problem. 

I suggest putting the troops together 
first, then picking appropriate characters 
to lead them, so let’s pick out some units. 

A heavy hitting cavalry unit would be 
good for starters, so I'll take an Orc Boar 
Boyz unit of ten (plus the characters to be 
added later) and pay the extra points for 
spears and a magic standard (25 points), 
for a total cost of 344 points. Ouch! 
That's an expensive unit, but it will be the 
heaviest and toughest. 

I'll also want some missile support, so a 
unit of twenty Orc Arrer Boyz is a necessi- 
ty, at only 150 points. | could upgrade 
them to crossbows, but then I lose the abil- 
ity to move and fire in the same round — 
and it costs more. The hallmark of a good 
Orc leader is - weez cheap! 

Next, the army needs some reasonable 
foot troops and I’m fond of the savage 
Orcs, especially if they get the armor 
bonus for having a Savage Orc shaman. 
A unit of twenty Savage Orcs, with shield 
and extra hand weapon ought to make 
the enemy sweat a little! For only 190 
points, how can I go wrong? 

I also need to toss in some night Gob- 
lins. I do this because it gives the enemy 
commander ulcers wondering if I've hid- 
den Goblin fanatics in them. Two units of 
Goblins, each forty in strength, will take a 
lot of damage before they fall apart. One 
will have short bows (basically stickas from 
WFB) and the other will have spears, for 
only 120 points each — another 240 total. 








That brings us to only 924 points. 
Plenty left for a unit of Black Orcs, The 
advantage of getting Black Orcs is that, 
with a unit of Black Orcs in the army, | 
can select Black Orc leaders. 

They have a higher leadership, and a 
unit lead by a Black Orc is immune to ani- 
mosity (ah-ha, an equalizer!). | don’t want 
too many points tied up in a big Black Orc 
unit, so I'll only get ten, for 90 points. It 
won't tum the tide of the battle, but it could 
provide an effective and cheap flank attack. 

A giant is a must in my army! Not only 
is it effective in battle, it’s hilarious out- 
side of battle and I have a giant figure that 
I just love to see on the table. That's 200 
more points, so we’re finally starting to 
feel a bit tight in the old wallet. 

What's an Orc and Goblin army with- 
out war machines? I think two small rock 
lobbers should provide a threat without 
tying up too many points in a low per- 
centage unit. When it hits, it hits! But it 
doesn’t hit very often (only about 28% of 
the time). 

That brings our total points spent up to 
1347. Not bad for what we've got so far. 

1 also like having the Chaos Sorcerer 
ally, for a couple of reasons. One, it’s a 
character paid for out of ally points (up to 
25%, remember) not character points. 
Two, the Chaos Sorcerer is a user of 
Dark Magic and therefore gets an extra 
magic card each turn and generally has a 
better spell selection than Orcs. He will 
also feel better about life if he has a good 
mount, like a chaos steed. So, for the 
level 3 Chaos Sorcerer on chaos steed, 
I've just spent another 244 points for a 
total of 1591. 

Now for the characters. Black Orc war- 
lord and army standard bearer, plus boar 
will cost 248 and I'll plan on another 275 
points in magic (including a 100 point 
army standard). These guys will lead the 
Boar Boyz and make it one tough unit. 

A Savage Orc big boss with a magic 
tattoo and sword will lead the Savage Ore 
unit (128 points), a Black Orc big boss 
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will lead each of the Goblin units (119 
points each, including 25 point magic 
weapon and equipment). 

A level 2 Savage Ore shaman will go 
with the Savage Orc unit (thus improving 
their save) and he will cost 122 points, 
but we'll plan on him carrying another 
100 points in magic. 

Finally, another Black Orc big boss for 
the Orc Arrer Boyz. 

He costs 95 points with equipment. 
That leaves 203 points, unless I've added 
wrong ~ and that’s entirely possible 
because it is past my bedtime. 

I noticed that I haven't purchased night 
Goblin fanatics yet, so I will buy six of them 
(three for each Goblin unit) at a cost of 180 
points, leaving a few spare points to buy 
minor magic items for my big bosses. 

T haven't picked magic for them because 
there's a whole different strategy for that. 
We'll cover it in a few issues. In the mean- 
time, write and tell me what you think of 
the column and what you'd like to see in 
the future. If you have any questions 
regarding any of the current miniatures 
games, send them along as well. 

Before I punch out for this issue I'd like 
to mention that, even as | write this, the 
staff of Ral Partha is having a social get- 
together with the action-figure guys from 
Kenner (now doesn’t that sound like an 
unholy alliance). But | do want to wish 
RP’s Larry Snelley good luck in his new 
calling as a staff artist at White Wolf. So, 
while he may not be working on your 
favorite figs, you'll soon be able to see the 
ravings of his psychotic mind in Mage: The 
Ascension and other WW products. 

KC 


Miniature Reviews 


Serpentmen 


Call of Cthulhu Series 
Sculpted by Bob Murch 
#2943 @ 25mm @ $5.25 


For Chaosium’s popular Call of Cthul- 
hu role-playing game, this set contains 
four models. While I’ve only played Call 
of Cthulhu a few times, and I didn’t vote 
for him for president (sorry, Greg), I do 
like these figures. 

The production quality of this particular 
set is average. There are moderate mold 
lines between both of the standing ser- 
pentmen, one having some minor “sheet- 
ing” between the legs and under the left 





arm. There are also very light mold lines 
along the arms. While the figures aren’t 
perfect-out-of-the-mold, they will clean up 
easily with an X-acto hobby knife and 
some needle file work. 

The four figures include a coiled cobra; 
two serpentmen warriors; and a seated, 
clothed serpentman leader. One of the 
serpentmen warriors is in a very unnatur- 
al position - for a humanoid, that is. After 
1 looked at it for a minute, I realized what 
a great stance it was for a serpentman — 
moving forward with his head tumed all 
the way over his back. 

The leader type is wearing some very 
stylish robes, with blousy sleeves, and 
holding a crystal in his lap. I guess you 
could say he’s regal looking - in a reptil- 
ian sort of way. 

The leader should be a lot of fun to 
paint and the warriors will provide quite a 
challenge. Getting a good color blend while 
still having some variety is important. I'd 
suggest varying shades of greens or browns 
with the belly texture being a lighter shade 
than the rest of the body. You might even 
work a pattern down the back, a diamond 
pattem or brightly colored stripes, as you 
commonly find on snakes. 


Squat Cyclops 
Space Marine Series 
Sculpted by Norman Swales 
#0500 Epic @ $14.99 


Games Workshop's increasingly popu- 
lar Space Marine, a game of Epic scale 
warfare, has amassed quite a large line of 
miniatures. The latest for the Squat legions 
is this monstrous tank-like thing, which is 
appropriately billed as a “Super-Heavy 
Squat fighting machine” on the package. 

There are a few moderate mold lines, 
but they are all carefully placed on areas 
that have no detail to destroy. There are 
thirteen pieces in the set and the assem- 





bly isn’t terribly easy, but there are simple 
directions on the box and most of the 
Pieces fit very well. A little work is required 
to get the face-plate (behind the cannon) 
and the sides to fit just right, and a little 
more to get the whole model level once it’s 
assembled (it tends to rock a bit). 

It took me fifteen minutes for the 
rudimentary assembly job I did, but 
another ten and it would have been per- 
fect. (Sorry, I was in a hurry - what, you 
never heard of deadlines?!) 

This is an impressive fighting vehicle. 
It's got a 40K millimeter howitzer (or 
something about that size), two side- 
mounted autocannons and six missiles, 
The tower has another mounted weapon 
as well. The blades along the front to 
catch unsuspecting infantry are a nice, if 
somewhat nasty, touch. 

The detail is very good and definitely in 
keeping with the Epic philosophy of “fire- 
power, firepower, firepower.” The treads, 
tread panels and sides of the main body 
are going to be fun to paint, while the top 
of the vehicle is a detailer’s paradise. 

The most important thing isn’t the fire- 
power of this machine. After all, it is better 
to look marvelous than to feel marvelous. 
(Do I need to have a footnote crediting 
Billy Crystal for that?) By the way, the box 
comes with a sheet of Squat decals. 











Deathmaster Snikch 


Warhammer Series 
Sculpted by Jes Goodwin 
#9046 @ 28mm @ $7.99 


Finally! The long-awaited Skaven are 
here to help the Ore and Goblin army deal 
with all those goody-two-shoes armies! (As 
an aside, where would a saying like 
“goody-two-shoes” come from?) 

Deathmaster Snikch is a Skaven assas- 
sin character for GW’s Warhammer game. 

The figure has a faint parting line along 
his back, top and front - right along the 
line of his body. It will clean up with mini- 
mal effort, though it does go through a 
couple areas of detail. 

Snikch is decked for battle, with three 
swords. (You have to watch out for those 
prehensile tails!) The things that make 
this figure so interesting is the GW hall- 
mark - exaggeration of detail. Like the 
hood with the long tail ending in a spiked 
ball or the prehensile tail. Another exam- 
ple would be the blood (or poison) drip- 
ping swords. 

Detail includes the Skaven symbol at 
his belt, a dagger-in-fist clasp at the neck 
of his cloak and his shoulder slung bag. 

His clothes are ratty (sorry), as is his 
cloak. There are additional details, like 
straps across his face, bracers at his 
wrists (complete with runic symbols) and 
rope belt. 


Warhammer IIC 
BattleTech Series 


Sculpted by Richard Kerr 
#20-796 @ 1/285th @ $6.75 


Yet more support for the huge line of 
BattleTech figures from RP, the Warham- 
mer IIC from FASA’s 3055 Technical 
Readout is a Clan refit of the Inner Sphere 
Mech. Now, I’m not quite sure how the 
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Clans manage to slap an extra ten tons 
onto an Inner Sphere Mech, but I’m sure 
the Federated Commonwealth technicians 
are working on it. 

This is a five piece model that is easy to 
assemble without any instruction. The cast- 
ing is very clean. A few threads here and 
there, and only negligible parting line - 
in all the right places, too (no details 
messed up). 

The figure is bulkier and more impres- 
sive than the other Warhammers (as it 
should be with those extra ten tons) and 
the sharp angles make it look even heav- 
ier. I really like the new lower arms, with 
the ER PPCs, and the bulky side torsos 
really fill out the upper body. 

The detail is pretty good, but the arms 
are the best detail work. However, bear- 
ing the scale in mind, it would be difficult 
to explain a lot of refined detail work like 
access panels and hatches. The search- 
light is very plain, except for the front 
which has a little detail, but the SRM 6 
has a little more detail to it. 

The only bad mark would be propor- 
tions. From the front, the Mech is wide 
and heavy looking, but from the side the 
legs are a bit thin, especially the knees. 
Also, the waist is narrow, so the legs are 
dependent on the woefully inadequate hip 
area of the Mech. The Warhammer’s 
SRM 6 (which, in a perfect world, would 
be a Streak-6) is a little large for the model 
as well. 

These problems are largely due to the 
artwork provided in the 3055 Technical 
Readout - from where the design came. 
The representation, distorted by artistic 
license, is pretty juvenile. Who is this 
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Victor Musical Industries, Inc. and why 
are they doing artwork (bad artwork) 
for FASA? 

I appreciate where they were going 
with this - they wanted a big, impressive, 
bulky Warhammer, and that’s what it is. I 
just think that metal fatigue will pose a 
threat to the hips and knees. 





Goralath 


Werewolf, The Apocalypse Series 
Sculpted by Jim Johnson 
#69-018 @ 25mm @ $4.75 


This three piece model, for White Wolf 
Game Studio's Werewolf, appears to be a 
strange cross between insect and dinosaur, 
although that doesn’t explain the parrot- 
like beak. 

Rather than try to figure out its place 
on the evolutionary scale (of which 
“gamer” is the top rung), let’s just critique 
the nasty critter. 

The casting is excellent. There’s a very 
minor parting line up the left leg and right 
down the center of the head, but two 
minutes of careful filing, and removal of a 
couple threads, and you're ready to prime 
this piece. 

The creature is well armored in a nat- 
ural exoskeleton — boney ridges, horns, 
spikes and all. The tail appears to have 
some type of stinger and the wrinkled 
arms end in three-clawed pinchers. Aside 
from the telltale reptile head, the beast 
has folds of fleshy skin hanging under its 
neck to show its mixed ancestry. 

The stance is very good, creating an 
illusion of forward motion. Under the two 
toed, insectoid feet, the base is detailed 
with an interesting texture. 

This renegade from Call of Cthulhu is 
bound to find a happy home in the con- 
fines of Werewolf, and he'll fit right in. 
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T’Skrang & Human Magic Users 
Earthdawn Series 
Sculpted by Chaz Elliot 
#309 @ 25mm @ $4.95 


Designed for use with FASA’s Earth- 
dawn, these Heartbreaker figures are 
going to be as big a hit as the game. While 
initial reviews of Earthdawn range from 
rave to regular, it is destined to grow in 
popularity; if for no other reason than the 
huge amount of support material that 
FASA is producing. 

These two spell casters, one a reptilian 
creature called a T’Skrang and the other a 
helmeted human, have only minor parting 
lines and few remaining threads. The level 
of detail is good, as are the proportions. 

The T'Skrang wields a strange staff, 
topped with a bat-winged skull which trails 
the body of a snake, encircling the staff. 

The magician himse'f is wearing a 
death mask (which must have something 
to do with the type of magic he uses), and 
wears magician’s robes (a must in the 
world of Earthdawn if you want to avoid 
the horrors). The sleeves are interesting, 
they are puffy above the elbow, opening 
wide at the cuff, and the short vest over 
the detailed shirt is a nice touch. He also 
has an ornate sash hanging from his belt 
while a dagger and belt pouches add 
some good finishing touches. 

The human is oddly, yet appealingly, 
attired in long robe, fur mantle, helm, 
baubles, bangles and bags. What looks to 
be a section of armor, protects his left 
shoulder, while runic devices festoon his 
robe, baubles and opened scroll. The 
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detail of the helm is exceptional, right and 
left side being quite different - the left 
side forms a star pattern over the left eye. 

Both characters have rings or other 
points of interest, such as the reptile 
tail coming out from the back of the 
T’Skrang’s robes or the human's left hand 
in mid-gesture. 


Obsidiman Wizard 


Earthdawn Series 
Sculpted by Chaz Elliot 
#301 @ 25mm @ $3.95 


Most of Heartbreaker’s recent releases 
are Earthdawn, though they have some 
Mutant Chronicle figures out as well. 
This Earthdawn figure would be ominous 
in any game! 

The Obsidimen are a powerful race and 
this figure is a mass of muscle (the likes of 
which most games have never seen). In 
addition, he is a magic user - definitely no 
small challenge. 

The figure does have a parting line 
down his left arm, but it doesn’t appear 
anywhere else. The line will clean off easi- 
ly with a little filing, since it doesn’t run 
through any detail. 

The facial features are sharp and 
heavy, like carved granite, and his skull is 
covered with a weave of cords - some 
beaded. His robes are well detailed and 
have different patterns on each side of 
the chest, while the only sleeve, on the 
right arm, is fully bloused. 

His belt is thick and well detailed, and 
the other details, such as a belt pouch, 
bracer and rings, round out his acces- 
sories rather well. 
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Midnight Games introduces The North Island Campaign! 
The newest LEGENDS PBM game module. 


The North Island Campaign offers the most detailed LEGENDS module produced to date. New racial choices including 
Saurians, Maratasens, Giants, Halflings, Centaur Nomads, Gargoyle Barbarians, Troll Barbarians, Giant Barbarians 
and dozens of other races. Over one thousand new and never before seen items, Ten new religions, new game map, revised 
common items including cavalry saber and cutlass and new mounts suchas Land Dragons, and Silver Dragons. 


The LEGENDS game system is a richly detailed and realistic computer moderated game simulation incorporating the 
best mix of fantasy role-playing and empire building on the market today! 
LEGENDS Rules Wa 


North Island Campaign module 
(includes color map and set-up) 


$15.00 





Place your order today. 
The North Island wants you! 


Midnight Games 
PO Box 280 Dept S 
Medford, OR 97501-0019 


Game Info 503-772-7872 
New Player info 503-772-6301 

Fax 503-772-0636 \ 
Compuserve 71241,455 \ 








he Coconut Council, Inc., has 
| announced the acquisition of 
Darkness of Silverfall from Ark 

Royal Games. Readers of Paper Mayhem 
will recall that there were some player 
complaints regarding Darkness, and it 
will be interesting to see if the new mod- 
erators can alleviate those complaints 
without creating any new ones. 

IronDragon Enterprises has announced 
its return. After almost nine months of 
silence, Nexus of Mystery players reported 
receiving turn results and an updated rule- 
book, out of the blue. Also included in the 
package was a one-page newsletter, in 
which IronDragon apologized for the delay. 
No detailed explanations were given for the 
lapse in service. Many customers were very 
unhappy because they reported some 
problems in attempting to get their money 
refunded. IronDragon was very lax in 
responding to player communications. 

Two-time AndCon award-winner Por- 
tinium is now defunct. After the loss of 
its financial backer, Enchanted Horizons 
was force to cease operations. The final 
shutdown occurred in the middle of Janu- 
ary. True to his word, owner John James 
is not only refunding all funds held “on 
account,” but he is also refunding all turn 
fees for games that were not completed. 
Even in closure, Enchanted Horizons 
remains a prime example of excellent cus- 
tomer service. While this is certainly 
unhappy news for gamers, enterprising 
companies stand to benefit from this inci- 
dent. Enchanted Horizons plans to license 
the game in the U.S., Canada, U.K., and 
other countries. Over $1,000,000 was 
invested in the Portinium project, gener- 
ating a truly amazing finished product. 
Individuals or companies interested in 
licensing Portinium, or players with ques- 
tions or problems, may contact Enchant- 
ed Horizons at PO Box 28250, Spokane 
WA 99228-8250. 
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Twin Engine Games has announced 
that it plans to temporarily discontinue 
new games of Space Combat, which put 
players in the role of corporate executives, 
controlling sentient alien creatures as they 
battle over legal disputes in deep space. A 
new space game will be forthcoming. 


N RK 
MEY 
WORD 


Editorial 
By Patrick M. Rodgers 





Inner Dimension Games has announced 
that they are not beginning any new 
games of the popular play-by-mail game, 
Sirius Command, until further notice. Sir- 
ius Command was well-rated in Paper 
Mayhem and Flagship, and received a 
glowing review in Issue #9 of SHADIS. 





Stand & Deliver, the industry's lead- 
ing western PBM, experienced a process- 
ing “hiccup,” due to a legal conflict. Much 
of the work behind S&D took place at 
the home of the moderator, Frank Pom- 
pillio. However, his lease enjoins him 
from “operating a business” from his 
apartment, and a sour-grapes complaint 
from a neighbor has brought pressure 
from the building owner to close the 
game. The several-week delay occurred as 
Pompillio struggled to move the necessary 
equipment to another location. Process- 
ing was expected to resume as we were 
going to press. 

At this time, | would like to clarify part 
of SHADIS’ policy on review articles. Our 
submission guidelines state that we can- 
not accept review articles from individuals 
who presently own, or are employed by, 
an active game company, even if they 
have the permission of the moderator of 
the game in question. 

Industry-savvy readers may have 
noticed an article in the last Post Marque 
column, written by a PBM moderator, Jeff 
Spain of the Coconut Council, Inc. Jeff’s 
article was put into the issue before I was 
aware that he was a moderator. I wish to 
point out that this was my mistake, not 
Jeff's, and that both the SHADIS staff, 
and the moderators of the game Jeff 
reviewed, found the article to be fair and 
accurate. While we welcome strategy arti- 
cles, design notes, etc., we regret that we 
cannot accept review articles written by 
the aforementioned people. 

As stated in the last issue, we will be 
publishing a directory of Internet address- 
es for PBM Moderators in the next Post 
Marque. If you are a company with an 
Internet address, or if you play a game 
with a company who has an Internet 
address, please pass the information along 
to us. I can be reached on Internet at 
Shadiseast@aol.com. Q 





Post Marque™ 


Welcome to Play-By-Mail 
(PBM) Gaming 


he postal gaming industry has 

I existed for over twenty years. 
At present, there are over 300 
games in operation in the United 
States alone. From two to 2,000 play- 
ers participate in each game. When a 
player joins a game, the person or 
company who moderates the game 
will inform the player of the nature of 
his starting position. The player then 
decides on a course of action, and 
mails his response back to the modera- 
tor. The moderator collects all of the 
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New PBM Games Spotted 
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responses from the players, processes 
them, and sends all players a new status 
report. This process (called a “turn”) is 
then repeated. 

There are many different categories 
of PBM games, covering many genres. 
Most are computer moderated, which 
means that the moderator takes the 
players’ input and enters it into a com- 
puter. The impartial computer per- 
forms all calculations and determines 
the results of the players’ actions, and 
then prints out a new status report for 
all players. Players need not have a 
computer to participate, nor do they 
need to know “computer language.” 

Some games end when a predeter- 
mined set of conditions have been met 
(e.g. when the Germans capture Paris, 
or when someone has found the 
Sword of Carnage). These games are 
called “closed-ended” games. Other 
games, called “open-ended” games, 
have no set ending, like traditional 
face-to-face RPGs. There are many 
great victories and losses, but the 
game never ends. 


his is the section of Post Marque 

| where we examine new PBM 

games. These are only overviews, 

based solely on promotional materials 

received from PBM companies (usually 

a rulebook and occasionally a sample 

setup). These overviews should not 

be construed as endorsements or com- 
plete reviews. 


Roadkill 2115 


You don’t have to journey beyond the 
Thunderdome for a good game of war on 
the road — just test drive Roadkill 2115, 
a violent new game from Imaginary 
Enterprises. In the bleak future, people 
struggle to survive by any means neces- 
sary. Combat and death are all too com- 
monplace, and for their safety, citizens 
have found it necessary to arm them- 
selves and their vehicles. 

Due to some unpleasant postal delays, 
caused by the East Coast Winter of '94, 
the startup pack sent by Imaginary Enter- 
prises did not arrive by press time. How- 








The fee charged by a moderator for 
one turn (sending in one set of orders 
and receiving one status report) ranges 
from under a dollar to over twenty dol- 
lars. The average price per turn is cur- 
rently between four and five dollars. 
This may seem steep to newcomers, 
but compare the cost of a PBM turn, 
which can bring hours of enjoyment 
on a regular basis, to a movie ticket, or 
similar entertainment. 

Many gamers who insist that they 
don’t like PBM gaming have never 
actually tried it. There are many com- 
panies who offer no-obligation, no- 
cost rulebooks and/or turns. With so 
little to risk, we hope all of our readers 
will try at least one PBM game. 

This is an extremely abbreviated 
version of an article in the first column, 
of Post Marque. If you would like to 
hear more about PBM gaming, please 
send an SASE to SHADIS, 17880 
Graystone Avenue #203, Chino Hills 
CA 91709, and we will send you a 
reprint of the article, free of charge. 0 





ever, a text-only version of the rules was 
promptly e-mailed, and this is what our 
overview is based upon. 

Roadkill 2115 appears to be a game 
of discovery - that is, only enough infor- 
mation to begin the game is actually pro- 
vided in the rules. It is up to the players to 
discover more. Characters may be of sev- 
eral different races or professions. 

Naturally, the focus of the game seems 
to be on automobiles and automobile 
combat. Players interested in customizing 
an armored dreadnought or a high-speed 
hotrod should enjoy the vehicle creation 
process. Of course, not every two-bit 
hack driver starts out with the car of his 
dreams — money is tight, and characters 
will have to earn more by accepting jobs, 
courier missions, or fighting in the arena. 
Judging by the rulebook, there seems to 
be a fair number of options. The game is 
open-ended, mixed moderation, with 
turns being run every two weeks. 

At press time, a special offer for read- 
ers of SHADIS was in the works. For exact 
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details, contact Imaginary Enterprises, PO 
Box 90354, Sioux Falls SD 57105, or via 
Internet at legaret@aol.com. 


Smuggler’s Run 


It’s too bad that nobody gives out 
awards for impressive rulebooks, because 
the Smuggler’s Run rulebook would be a 
strong contender. The half-page size rule- 
book is spiral bound, laser printed, hand- 
somely illustrated, wickedly humorous (in 
the Hitchhiker’s Guide style), and comes 
with an authentic gold-foil “Official Seal of 
Excellence” on the cover. It runs sixty-two 
pages in length, and contains all necessary 
information for a new player. Particularly 
impressive are the tables and charts; it 
seems that all important information is 
also presented in chart format. This is 
especially useful since the text is often too 
funny to read straight through; one can 
refer to the charts while trying to catch 
one’s breath. 


OUT TIME DAYS 


In brief, Smuggler’s Run is an open- 
ended, weekly turnaround space game, 
with players taking on the role of inter- 
galactic traders. While smuggling is not a 
Prerequisite to success, it certainly helps. 
Seven player races, five ability scores, six- 
teen skills, and other extensive options 
make this a varied game. The designer 
says that over four years of development 
have gone into the game, and it shows. 
There is a detailed galactic history, 
detailed character options — everything is 
detailed! Rather than looking like an 
experimental first attempt, Smuggler’s 
Run has the look of a finished product. 
Daring prediction: watch for this game to 
become a hot new favorite (naturally, Post 
Marque has something good to say about 
a game in which one can play a pirate!) 

Smuggler’s Run startup packet is 
$10.00, and includes the rulebook, a 
map, setup, the latest issue of the (profes- 
sional looking in its own right) monthly 
newsletter, and two turns. Thereafter, 


turns are weekly and cost $3.00 each. 
More information is available by contact- 
ing Distant Visas, PO Box 90993, Indus- 
try CA 91715-0993, or by e-mailing Dvis- 
tas@aol.com, 


BE SURE TO MENTION 
SHADIS WHEN 
RESPONDING TO ADS. 





Out Time Days is a Play-By-Mail game of life on a strange world, Emphasizing role playing and 
inter-player communication, OTD is a game for those who like to join with other players around 


the world in figuring out puzzles, creating working economies, exploring large sections of worlds, 
undertaking or tracking criminal activities, or fielding capable armies. The worlds explored are 
living, vibrant locales that will change through your character's actions. 
With the ability to journey in many eras (you'll start in a medieval-like location), you'll enjoy 
adapting to new sets of abilities and restaints or you can focus on asingle =" 
place and become well established. OTD is a combination oe 
Science Fiction-Fantasy game. It is 99% computer moder- vat 
ated to ensure fairness, and 1% GM moderated to allow for 
Raat. A maximum of 1 tum per week is allowed. Cost 


new character playing a vital role. A speci: 
up is available if you mention this ad. 


Receive a rule book, startup tum 
‘ 


and 5 turns for just $5.00 ($20.00 outside 
U.S. and Canada), a $35.00 value! 


Dependable, weekly, error-free turns 
since 1984 


To sign up or for more information write to: 


Twin Engine Gaming, 3254 Maple Leaf Ct., San Jose, CA 95121 


Wanna try a tactical space game 
and pay only $20 for the entire game? 
Then ask for information on 
Space Combat. 
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By Patrick M. Rodgers 





vg [ his fiction is based on the Centuri- 

on: Renegade Legion PBM game, 

moderated by Fantasy Workshop 
Centurion is a tactical, ground-based 
combat game, set in the 69th Century. 
Players command a century (nine units) of 
Terran Overlord Government forces, 
attempting to conquer more planets, or a 
century of Renegade or Commonwealth 
units, attempting to resist conquest. 


eo 


I knew as soon as the kid walked into 
the room that a cock-up of colossal pro- 
portions had taken place. This was defi- 
nitely not Triarii Kelly O'Rourke standing 
in front of me. 

“IT had no idea that they took simula- 
tions so seriously...sir....” His voice faded 
as he noticed my scowl. “I mean, uh, sir, 
Triarii Marcus Mus reporting for duty, Sir!” 

O'Rourke's file was in front of me, and 
I studied it again while the greenboy fid- 
geted nervously. The girl wasn’t critical to 
the mission by any means, but in-planet, 
every able-boded soldier was an asset, 
and everyone else was a liability. The boy 
quivering in front of me didn’t seem very 
able-bodied. 

“Son, I don’t know who you are and I 
don’t really care. You're sure as hell not 
Kelly O'Rourke, unless you've had one of 
those operations, and that’s all I’m con- 
cerned with. Am I to take it you believe 
this to be a simulation?” 

“Sir, yes sir!” The boy was flustered, 
but he remembered protocol. A small 
(very small) point in his favor. 


74 


“Triarii, this is no simulation. Chances 
are, you will be dead within forty-eight 
hours. As of now, you are assigned to the 
9th Century of the 3421st Strike Legion. 
You will be briefed at 1900 hours tonight, 
and at 0600 tomorrow, you will be in 
combat.” His eyes got really wide then, 
and I wondered if he was going to get 
sick. That would annoy me. 

“But, sir, I'm not authorized...” 

“You are now, Triarii. Somehow, 
somebody at personnel — probably one of 
those peace-freak conscientious objector 
types - sent you here instead of Triarii 
O'Rourke. I don’t have any extra men 
here, and this mission cannot be delayed. 
Are you familiar with the weapon systems 
of a Vespasian class ground tank?” 

“Sir, the Vespasian class ground tank 
was designed by Doctor...” 

“Have you fired the damn weapons, son?” 

“Sir, no, sir!” I didn’t have time for this 
anymore. | was getting a headache, and | 
still had serious preparations to make. 

“Principes Detrunco! Report!” There 
was a flurry of motion outside the door, 
and one of the gunners appeared. 

“Sir, Principes Discerpo Detrunco 
reporting for duty sir!” 

“Principes, there’s been a snafu. This 
greenboy is going to be the gunner for the 
Vespasian. I want you to give him a com- 
plete crash course on all vehicle weapon 
systems, unit organization, planet-side oper- 
ations, and if you have time, Renegade and 
Commonwealth strategy and tactics.” 

“Sir, yes, sir! Triarii, follow me.” The 
two of them exited my office, and I was 
left to consider weightier matters. 

“Sit down, Triarii.” 

“Yes, sir.” 

“This is the briefing manual for planet- 
side operations. There’s an overview of 
most TOG weapon systems and vehicle 
types, as well as intelligence info on Rene- 
gade and Commonwealth systems. Read 
it, and when you're done, I'll answer any 
questions you have.” 

“Yes, sir.” Triarii Marcus Mus opened 
the book and began to read. 


_Planet-side 
Operations and Procedures 
324Ist Strike Legion 


Sitrep: Shamack Caralis 

All centurions are hereby ordered to 
use their units to the secure area denoted 
by map coordinates YBD023 - YBD125. 
Once secure, this area will be used as a 








forward staging area for assault on 
Shamack. Weapons are free, you may 
engage on sight. Terminate all Renegade 
and Commonwealth units with extreme 
prejudice. To assist in your attack, you 
will be allocated additional fire support 
missions from the 2nd Century Second 
Artillery Cohort to be used at your centu- 
rion’s discretion. 

3rd and 4th Centuries of Fifth Trans- 
port Division are currently in orbit. Suffi- 
cient numbers of all eighteen ground tank 
classes are present to ensure that centuri- 
ons are able to select vehicles which they 
feel will best suit the needs of the mission. 
Additionally, the 42nd Marine Corps 
stand ready to provide Infantry for use by 
the 324 1st Strike Legion. 

Commonwealth resistance is expected 
to be heavy, and Renegade units have 
been spotted locally. Artillery support, 
including Thor satellites and possibly 
Naval Support units, have also been 
detected. Expect heavy return fire. 

This engagement is expected to last no 
more than fifteen minutes. There will be 
no reinforcements. 


Vehicles Available 


All standard TOG planet-side vehicles 
for Expansion Operations are available. 
This breaks down to five light vehicle 
classes, seven medium vehicles, and six 
heavy vehicles. The Renegade and Com- 
monwealth forces may field up to five 
light vehicle classes, six medium vehicles 
and seven heavy vehicles. 

Intelligence indicates that enemy vehi- 
cles have superior Shielding and Armor, 
versus comparable TOG vehicles; howev- 
er, their resources are limited, making 
their vehicles more expensive to deploy. 

Renegade and Commonwealth unit 
organization is still identical to TOG stan- 
dards; to wit, nine vehicles are assigned 
to each centurion, with each vehicle car- 
rying a driver, gunner, and commander. 
As with TOG, enemy centurions replace 
the commander in one of their vehicles 
during active combat. 

Recent field reports show an increase 
in the deployment of so-called “Trojan 
Horse” vehicles by the opposition. These 
vehicles are capable of carrying a comple- 
ment of three full infantry units. Trojan 
Horse units are considered to be target- 
rich environments until they can deploy 
their complement of infantry. 
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Weapons Systems 


Renegade and Commonwealth military 
forces are still relying on stolen TOG 
technology to arm themselves. Expect no 
surprises. As with TOG vehicles, all of 
their units will be armed with Target 
Painting Lasers and Smoke Charges. 

Reports indicate that their Painting 
Lasers are identical to TOG Painting Lasers; 
that is, they are capable of firing in a 360 
degree arc, to a range of twenty hex units. 
As with TOG units opposition infantry units 
are being equipped with Painting Lasers. 

TVLG and SMLM missiles have been 
used by enemy vehicles in combat. An 
abundance of TOG-style Gauss Cannons 
(25mm - 200mm range), Mass Driver 
Cannons, and Laser Beams have also 
been detected. Some units have also been 
spotted with Anti-Personnel Lasers. 

All gunners are required to have line- 
of-sight (LOS) targets with direct fire 
weapons before expending ammunition. 
Weapons systems with guidance and tack- 
ing capabilities (for example, TVLG or 
SMLM missiles) may be fired without 
LOS. Gunners are reminded that range 
and terrain will naturally affect the likeli- 


hood of a successful attack. In addition, 
targets which have been laser painted are 
considered a priority, since their shield 
systems will be disabled, and attacks can 
be made directly against their armor. 

Gunners with an abundance of targets 
may, at their discretion, engage one unit 
with their vehicle’s direct fire weapons, 
and an additional unit with their vehicle’s 
missiles. It is expected that this tactic will 
be used sparingly. 


Ground Movement Capabilities 


In accordance with TOG military speci- 
fications, all tactical maps will be present- 
ed in “hex unit” fashion. Thus, vehicles 
will be depicted as facing one of six possi- 
ble directions. 

All vehicles, both friendly and hostile, 
are capable of operating in Normal Flight 
mode (NF), Tree Top Flight mode (TTF), 
and Low Altitude Flight mode (LAF). All 
grav vehicles in NF mode operate at one 
meter above the terrain surface. Vehicles 
operating in the latter two modes will be 
able to avoid certain terrain hazards, but 
will be easier to target. 


Bored??? 


Need More Fun In Your Life? 
No Need To Suffer Alone... 


Try Our 
Play-by-Mail Games 


Free Information! 


Paper Tigers 


PO Box 3714 
San Dimas, CA 91773 
(909) 394-9685 
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All TOG units are reminded to 
observe caution when travelling at 
high speeds! Repeated field testing has 
established safe levels of speed for travel 
through various types of terrain. Do not 
ignore these limits. Exceeding these lim- 
its can result in the loss of vehicle control. 

Bear in mind that restrictive terrain will 
naturally slow down a grav vehicle, as will 
an upward change in elevation. 


Suggested Tactic - Ground Units 


All vehicle commanders are ordered to 
exercise caution when grounding “hull 
down” in a crater. While this does afford 
extra protection to a vehicle’s hull, main- 
taining such a position for any length of 
time makes the vehicle an obvious target 
for artillery fire. 

Intelligence confirms that, like TOG 
vehicles, most Renegade and Common- 
wealth vehicles are equipped with digging 
cannons that will create suitable craters to 
ground in “hull down.” 


Deployment of Infantry 


In similar operations, infantry have 
played an important role in maximizing 
enemy casualties. In addition to personal 
weapons, infantry units may be equipped 
with long-range mortars, or TVLG mis- 
siles. Either of these munition can cause 
significant damage to a wounded vehicle. 
Additionally, for the past six months, all 
TOG infantry have been equipped with 
Painting Lasers. Reports indicate that 
enemy infantry may be similarly equipped. 
As with vehicle Painting Lasers, infantry 
Painting Lasers are connected with all 
friendly targeting computers. 


Artillery Support 

Currently available artillery support 
consists of the following rounds: 

Hypervelocity Airburst Flechette 
Explosive - Improved (HAFE-I). 
These highly explosive rounds scatter 
thousands of tiny, high-speed fragments. 
These fragments are too small to be 
affected by shields and will damage a 
vehicle’s armor directly. They are also 
highly effective against personnel. 

Artillery Dispersed Mines (ADM). 
ADM rounds do no damage directly, but 
instead saturate the target area with high- 
ly explosive mines. Any unfriendly units 
passing through the affected area will suf- 
fer damage. 

Anti-mine Artillery (AMA). These 
rounds create a strong gravidic detonation 
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that permanently disables all ADM deployed 
mines in the target area. 

Hell Rounds. These rounds release 
sufficient gravidic energy to cause an 
uncontrolled fusion reaction. Damage to 
target area is extreme. All adjacent areas 
will also be affected by gravidic distur- 
bances that will force all grav vehicles to 
cut drives and ground, regardless of cur- 
rent velocity. No instances of personnel 
surviving a direct hit from a Hell round 
have been recorded. 

Guided by Laser Artillery Delivered 
(GLAD). These rounds may only be used 
against a target that is currently painted. 
GLAD rounds always strike either the tur- 
ret or stern of the target vehicle. Damage 
profile is similar to that of a 150mm HEAP 
round. GLAD rounds rarely miss. 

All artillery units are also capable of fir- 
ing smoke rounds, and rounds capable of 
creating a crater (suitable for hull down 
grounding) in the target hex. 


Orbital Fire Support 


In addition to Artillery, centurions are 
reminded of the importance of Orbital Fire 


Support, specifically, Thor satellites and 
Naval Fire. Thor Satellites are presently in 
orbit around the staging area. Some of 
these are known to be under Common- 
wealth control. Many of them have been 
placed by the TOG. Thor satellites are 
each capable of releasing three depleted- 
uranium javelins. These javelins strike 
either the turret or stern of the target vehi- 
cle, and are capable of fully penetrating 
armor of all known friendly and enemy 
vehicle types. 

Centurions are reminded that Thor 
support missions take time to arrive, and 
that Thor satellites are by no means 
100% accurate in their attacks. 

Naval fire support targets a map hex- 
sized area, and all six surrounding areas. 
Shields will offset damage, but most naval 
units designed for fire support have pow- 
erful lasers, capable of overwhelming stan- 
dard ground unit shields. 


Duration of Operation 

The combat-intensive portion of this 
mission is not expected to exceed fifteen 
minutes in duration. 





oo 


Marcus Mus looked up from the text. 
Most of the information within had been 
covered in his training, but he was grate- 
ful for the refresher. He had mixed emo- 
tions at the prospect of seeing combat 
early. Surely, it would eam him prestige 
amongst his fellows, and could potentially 
further his career. It could also bring his 
career to a very abrupt end. 

“Attention!” The young Triarii came 
to his feet and saluted smartly. In thirty 
minutes, it would be 1900 hours - his 
first briefing. Deciding that nervousness 
was conduct unbecoming an officer, 
Marcus followed the Principes out of 
the room. 

The conclusion of this article will 
appear next issue, and will focus on the 
technical aspect of the a game, as well as 
some turn-by-turn reports. A detailed rule- 
book is available for $5. More informa- 
tion on Centurion is available from Fan- 
tasy Workshop, PO Box 167506, Irving, 
TX 75016-7506. Q 


CONQUER THE WORLD 
BYMAIL!! 


ILLUMINATI 


FOUR TIME WINNER 


OF THE ORIGINS AWARD FOR 
BEST PBM GAME OF THE YEAR! 

Based on the wildly popular card game by Steve Jackson Games, 
ILLUMINATI PBM, is a game where all conspiracy theories are true! Yes, the 
Little Green Men control the Post Office: the Pod People control the IRS; the KGB 
controls the Boy Sprouts; and the Dead Rock Stars control the Moral Minority! 
And YOU are one of the secret organizations trying to take over the world! 
Write for a FREE catalog, or send $2 for the rulebook, or $8 for the rules to all our 
Play-By-Mail games. We accept Mastercard, Visa & Discover. 


la Alstom -1elicol(om lalom 
P.O. Box 1467, Scottsdale , AZ 85252 





ILLUMINATI & the all-seeing pyramid are registered trademarks of 
Steve Jackson Games Inc. & are used with permission 
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A Review 
By Heidi Wolters 


aiden Voyage is a section of 
this column that presents the 
first PBM gaming experiences 


of someone who has never participated in 
play-by-mail gaming before. Readers 
should remember that the impressions of 
a seasoned gamer may differ. 





Middle-Earth Play-By-Mail 


I was delighted when I was offered the 
chance to participate in Game Systems, 
Incorporated’s Middle-Earth Play-By- 
Mail, and even more so when I received 
my startup kit. 

The first thing that impressed me was 
the artwork. On its cover, the rulebook 
sports an impressive rendition by Angus 
McBride of the scene at Minas Tirith 
when the gates have fallen and Gandalf 
stands face to face with the Witch-King. I 
also received a poster-quality terrain map 
of Middle-Earth, with all of the pertinent 
regions. The only one missing was Eri- 
ador, the region which contains the Shire 
and Bree. The events covered in the 
game take place in the Third Age, circa 
1650, well before Hobbits made the larg- 
er political scene. 

The rulebook itself is fairly straightfor- 
ward, which is important to those of us 
who, like myself, panic at the sight of 
anything more complex than a manual 
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can opener. Sequence of events and char- 
acter orders are neatly laid out, and there 
is a separate list of orders listed by skill 
type, number, and code. I have found this 
to be extremely helpful, as it saves me the 
time and aggravation of rooting through 
the rulebook for every little thing. 

There was only one problem: accord- 
ing to my nation’s victory conditions, | am 
supposed to hold, at game’s end, a popu- 
lation center belonging to an ally of mine. 
This bothered me somewhat, simply 
because the player in control of the 
nation to which that population belongs is 
quite a pleasant fellow. 

There are twenty-five nations active in 
the game, which fall into three categories: 
Free Peoples, Neutrals, and Dark Ser- 
vants. The Free Peoples are self-govern- 
ing, as are the Neutrals. Sauron, Tolkien’s 
Dark Lord of Mordor, holds sway over all 
of the nations of Dark Servants. Each side 
seeks to crush the other either by military 
prowess, espionage, or the finding of the 
One Ring, an artifact that Sauron created 
and infused with his own power. Typically, 
the Free Peoples try to find and destroy it, 
while the Dark Servants strive to retum it 
to their Master and see the Free Peoples 
defeated. To the Neutrals (who cannot win 
on their own, and must choose a side 
before game’s end) it can be a powerful 
bargaining tool if the player handles his or 
her position correctly, and very carefully! 

As in The Lord of the Rings, the Ring 
can only be destroyed in the fire of Mount 
Doom, in the very heart of Mordor. To 
accomplish this, a single character must 
find his or her way to Mount Doom. The 
order for the Ring’s destruction must be 
given twice in the same turn, so the char- 
acter cannot perform any other action that 
turn. They certainly don’t make it easy! 

My favorite nation is that of the Sinda 
Elves, and I was fortunate to be placed into 
a game where that position was open. GSI 
does their best to give each player his or 
her first choice in positions, but it's always 
best to have a second in mind, since there 
are no guarantees. 

My first turn found me with several 
characters who are quite famous in 
Tolkien’s realm, chief among them being 
Amroth, Nimrodel, and Thranduil. I have 
eight characters; three army commanders, 
two navy commanders, and two charac- 
ters who are primarily mages but can also 
act as agents or emissaries. My forces 
were quite scattered at first, with my 
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armies at the four corners of Mirkwood 
and my unattached characters frolicking in 
the fields by themselves. The armies I was 
given seemed a bit on the small side. 

Among my first actions, of course, was 
the recruiting of a few hundred light and 
heavy infantry and some archers. I had my 
mage characters “prentice magery,” an 
order which increases mage rank (a mea- 
sure of how potent the mage is). Due to a 
lack of available revenue, | had the fellow 
defending my capital city attempt to raise 
taxes to 50%. The population, of course, 
did not support this, so the attempt failed 
on several turns. Luckily, the rule is that if 
your nation’s revenue falls below a viable 
level, taxes are automatically raised. It is, 
however, still possible to go bankrupt, 
once the tax rate reaches 100%, which 
will put you out of the game. 

As I mentioned before, my forces were 
quite scattered. | had three armies in Mirk- 
wood, one navy many miles east in Rho- 
vanion, and one many miles southwest in 
Southern Gondor. At first, | decided to try 
to gather my forces together in Mirkwood, 
but the rivers aren’t navigable that far north 
and it would have taken too long to anchor 
the ships and march those troops overland. 
My first thought was, “great, these navies 
are just going to end up as Sauron’s chew 
toys.” It took some time of worrying over 
my navies and literally chasing shadows in 
Mirkwood for me to realize that, “hey, 
these little index cards with the funny writ- 
ing on them that appear with every turn 
are not just strange props, but actual com- 
munications from possible allies!” 

It's important, especially for players 
who, like myself, are new to play-by-mail, 
to contact fellow players. I spent a long 
time being lazy and shy, and suffered for 
it. Strong alliances and trade agreements 
can be formed, and it is possible to pick 
up some useful information and strategies 
from more experienced players. My con- 
tact with two of the other players (the 
Woodmen and the Noldo Elves) has bene- 
fitted me greatly. The player controlling 
the nation of the Woodmen is relatively 
new, but he was able to clue me in on 
where the good battles were going to be, 
and we are supporting each other both 
with advice and military aid. With his 
greater experience, the player controlling 
the Noldo Elves has been giving me 
advice on tactics and game diplomacy. 
Without his help, I wouldn’t have realized 
how important it is to officially down- 
grade relations with enemy nations. 
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Armies tend to fight harder against 
opponents that they hate than against 
opponents they merely dislike. It’s also 
nice to know that just because my armies 
are scattered, doesn’t mean they'll end up 
as cannon fodder due to inferior numbers. 
T have friends to watch my back. 

Finally, my turn sheets, straightforward 
though they are, made much more sense 
to me after I was made aware of the 
“sequence of events” sheets. 

As the game stands now, I have an 
army under Commander Thranduil join- 
ing the Woodmen and Noldo Elves in the 
Siege of Goblin Gate, and one army in 
the south under Regent Amroth about to 
engage the forces of the Dragon Lord 
near Dol Guldur, where I hope to meet 
up with my ally, Captain Waulfa of the 
Woodmen. Two mages are with Amroth’s 
army. One of them is casting Barriers, a 
protection spell, and the other is sum- 
moning a wind storm. Nimrodel has just 
succeeded in slaying a werewolf who'd 
been harassing one of my cities, and is 
moving to join one of the armies. One 
navy is guarding my nation’s southern- 
most port city, and the other, under Com- 
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mander Ohtar, is anchored at Ilanin, a 
city belonging to the Easterlings. The 
Easterlings are a neutral nation, and as 
such must choose a side by the end of the 
game. It seems now that the Northmen 
are trying to aid in that attempt. These 
are my first experiences with combat and 
diplomacy, and | feel like I’m in a roller 
coaster car, poised at the top of the very 
first hill! My next result sheet should be 
very interesting indeed... 

(Editor's note: Look for the continua- 
tion of Heidi's Maiden Voyage through 
Middle-Earth in future columns of Post 
Marque. The Middle-Earth PBM regis- 
tration package costs $25, and includes a 
color wall map, rulebook, three month 
newsletter subscription, and first two 
turns. Turns thereafter are $6.50 each. A 
rulebook alone can be purchased for $5, 
which is deducted from the registration 
fee if a player elects to join. More infor- 
mation about Middle-Earth PBM is avail- 
able from Game Systems Inc., PO Box 
160129, Miami FL 33116-0129, by 
phoning (305) 274-5559, or via Internet 
at 72357.1041@compuserve.com.) 


he Grandmaster looked over the 
| recently revamped Ghetto Blasters. 
His crew had been operating with 
deadly efficiency for some time, so much 
that their main rival, the Praetorian 
Guard, had been squealing like pigs to try 
to get other teams to gang up on the 
Blasters. He grinned as he noted that the 
other teams who had bothered to respond 
had said “Hell, no!” 

The only weak point was that the 
Guard occupied the top position in the 
arena, while his warriors occupied most 
of the positions immediately below. His 
top warrior, a nimble Halfling master of 
Movement Magic, couldn't seem to dis- 
lodge Nero, the number one ranked indi- 
vidual. Now, his deadliest warrior, a mar- 
tial artist named Li Ping, had lost her life 
at Nero’s hand. To further complicate 
things, the Quiet Company had just 
returned, knocking Nero out of number 
one, and the Ghetto Blasters out of the 
number one team spot. 

“No matter,” thought the Grandmas- 
ter. There was still Gambit, who contin- 
ued to improve and win. There was his 
huge, powerful, great sword-swinging 
Troll terror, the Incredible Hulk. Next 








was Storm, his powerful Elemental mage. 
She took some time to hit her stride, but 
now, she leisurely shattered her oppo- 
nents with lightning bolts, hurricanes, and 
other elemental summonings. Mr. P, a 
deadly goblin Necromancer, rounded out 
the veterans. 

The Grandmaster turned his attention 
to the newbies. There was Li Ping, a bud- 
ding female martial artist who was a dead 
ringer for her predecessor, both in her 
looks, and the way she pummeled her 
first opponent. Following her was Silver 
Dancer, an Elf skilled in Combat Magic. 
Finally, there was McHammer, a dwarven 
mercenary who favored caving his oppo- 
nents’ skulls in. Yes, the number one 
position should soon be theirs again....it 
was only a matter of time. 


A Manly Sport 

This is the premise of Gladiators of 
Death: You are the manager of a neo- 
phyte gladiator team. Custom design your 
five initial warriors from the ground up, 
decide on strategies, then send your guys 
and gals into the arena for fortune, glory, 
or possibly, failure and grisly death. 
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Gladiator games are becoming increas- 
ingly more common. Duelmasters, and 
the now-defunct Arena Combat were the 
first. Then there was Blood Pit, which 
eventually added a magic system, as well 
as many different races. After that came 
Adventures Guild, which featured numer- 
ous areas to train in, gods, magic items, 
both sorcery and divine magic, and dun- 
geon expeditions outside the arena. 

It was following this that Gladiators of 
Death was released. Why should you 
spend your hard-earned cash on it? Well, 
read on... 


Hey, Kid, Ya Wanna Fight 
in the Arena? 


You get your setup packet in the mail, 
which includes a well-organized, easy to 
understand rulebook, and a self-explana- 
tory set of setup sheets and a strategy 
sheet. Your warriors are completely cus- 
tom created from the ground up. You 
choose the race, which will vary your cost 
in setup points. For example, Humans 
cost zero points, lizardmen cost four 
points (the most expensive), and Orcs 
cost - 2 (i.e. you get two more points to 
spend elsewhere). 

Next, it’s time to select your traits. 
These are part of what will really individu- 
alize your warriors and is one of the fea- 
tures that makes this game unique. There 
are quite a number of traits to choose 
from. Some enhance your characters, 
such as Toughness or Luck; some can be 
detrimental, such as One-armed or 
Eunuch; and some are purely cosmetic, 
like Beard or Bald. If you want a mage, 
you must take the Magic-User trait. Any 
points not used for these traits are divided 
amongst your “permanent” (i.e. unalter- 
able) traits, which are IQ, Size, Magical 
Talent, and Charisma. 

After all twenty points have been spent 
up there, it’s down here to Alterable 
Stats, which can be improved through 
training. They include Strength, Dexteri- 
ty, Health, and Cunning. Both sets of 
stats have a base value of eight, which 
you add points to. Keep in mind that 
your stats are subject to bonuses and 
penalties, depending on your race. You 
also have the option of giving your char- 
acter something to say during a battle, 
namely, a Primary, Opportunity, and 
Emergency Remark. 


It’s Show Time! 


Okay, so your characters are created, 
and now it’s time to go to the fights. That 
is where the strategy sheet comes in. You 
choose primary, secondary, and in-belt 
weapons; select Single, Group Battle, or 
Death Test (where your unwanted fighters 
go); and Primary (when fighting with no 
clear advantage), Opportunity (when win- 
ning), and Emergency (when losing) 
strategies. You must also choose Range 
(contact, close, or long), Exertion (1-20), 
Aim (what you want to hit), and Defend 
(what portion of your fighter he will pro- 
tect). The fighting style you will use is 
referred to as the tactic, and your 
choice here will have great bearing on 
the outcome. 

The turns describe the fights in color- 
ful, violent prose, and if you are squea- 
mish (wuss), this may not be your game. 
But if a bit of spattering gore and guts 
doesn’t bother you, come on down. It is 
especially interesting to watch the magi- 
cians in combat, in my opinion, as their 
various spell effects come into play. The 
action is blow-by-blow, (but not minute- 


by-minute), and the Emperor acts as a ref- 
eree of sorts. 


Hit Da Lockers! 


If you like gladiator games, or sports 
games, you should be playing already, 
and you should be ashamed of yourself if 
you aren't. For you other gamers, if you 
want an atmospheric fantasy game with 
rich and gory combat reports, lots of 
options to play with (including gold 
awards to fighters for training), a fun and 
descriptive magic system, no mandatory 
diplomacy, and no number crunching, get 
on in here. 

The GM, Michael Wetzlich, is atten- 
tive, communicative, friendly, and obvi- 
ously cares about his game. Each kill a 
team achieves earns that team another 
warrior, up to ten warriors per team. I 
Personally intend on sticking to seven. 

Rules, setup, and three turns are avail- 
able for $20. Further turns are $5 each. 
For more information, contact Fantasy & 
Futuristic Simulations, PO Box 122068, 
Chula Vista, CA 91912. I'll see you in 
the arena. 0 





Quest or THE Great JEWELS 


In Quest of the Great Jewels, choose to be one 
of four races: The Azoni, builders of great citadels; 
the Quntag, rulers of vast empires; the Rilris, 
hoarders of great wealth, or the Slenth, destroyers 
and ravagers of the land. Begin as the ruler ofa 
single province and send your armies out to fulfill 
your race's destiny. Quest is a fantasy wargame 
combining elements of strategy and tactics with a 
healthy dose of magic. Over 90 magical talismans 
abound in the game, each granting its owner the 
ability to bend the rules in some way. 


* *TWO TIME ORIGINS WINNER -- BEST 
FANTASY PLAY-BY-MAIL GAME * * 


Send $15 for the rules, setup 
information, and the first three 
turns, or $5.00 for the rules alone. 


Flying Dutchman Games 
Dept. S 
P.O. Box 957434 
Hoffman Estates, IL 60195 


GAME SYSTEMS INC. 


PRESENTS 


TMIDDLE-EARTH PBM” 


Chird age, circa 1650 


[oh PPL TOLKIEN'S CLASSIC CONFRONTATION fe] 
"One Ring to Rule chem all, One Ring co find chem. 
One Ring to bring them all, and in the Darkness bind them. 
Fellowship of the Ring by J. R. R. Tolkien 

A\dvencune among the Legends and Heroes of (Middle-earth ISOO years before the War 
of the Ring! Lead strong armies of Free Peoples against the onslaught oF Cvill on lead the hordes 
oF the Dork Servants against the coming of the light! Seek Artifacts! Learn and cast spells! Use 
diplomacy or espionage! Create your own Characters to Follow your orders on recruit those of 
other nations! (eect Dragons, Balrogs, Istari, and other legendary creatures and heroes of 
(Middle-earth | Come have the adventure of a lifetime! Join now: 6y yourself on with Friends! 

ME-PBM™ is a simulation of J.R.R. Tolkien's classic confrontation éetueen good and 
evil. In the game, IO Players of Good (Free Peoples) 
arzle 1O Players of Evil (Dark Servants) while 5 MIDOULE- 
Neurral Players ponder when to choose sides. REGISTRA- 
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UNIQUE CHARACTERISTICS OF (Includes rap, rulebook, 2 Free 
MIDDLE-EARTH PBEM turns and a 3 month 
* Reports and portraits of all your characters neuaslec can subscription) 
TURN FEE $6.50 
Full color map of northuestean (Middle-earth fcurns every 2 weeks) 
All output is laser-genenated and easy to read RULCBOOK $5.00 
aC h d own portraits (will apply cowards . Registration) 
Reate your oun Chonacters an po CMAP $8.00 











Average turn consists of 10-17 pages on (2x3 4-color map 
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Ga ENJOY ANOTHER 
wglieitien: PLAY-BY- MAIL GAME 
BY GSI - 
STATE OF WAR 
Become a rebel governor 
in the second U.S. 
Civil Waa... 
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Go Ahead, Give Us Your Best Shot! Last Issue’s 


Here is your chance to let us know what you think of SHADIS magazine. Drawing Winner 
Please take a few moments and rate each article. (1 being the worst, 5 being the . 
best.) Completed surveys will be entered in a monthly drawing and winners will Greg Birnbaum 
receive free game products and other prizes. So what are you waiting for? wins a copy of Mayfair Game's 


Batman the Role-playing Game. 
23 4 5 Congratulations, Greg! 


Q.. Cries from the Attic 


Q.. Mail B 
AE: YOU DONT HAVE TO RIP UP YOUR 
L) Role-Playing Games: An Introduction MAGAZINE TO REPLY FOLKS! 
JUST JOT DOWN YOUR 
.. Star of Battles RESPONSES ON « 
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SHADIS Interrogations™ patasta INI 
Amber Diceless™ 


Pirates of Eagle Talon III 




















.. Just A Matter of Time: Part Two 
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Electronic Frontiers 4 
Hook, Line & Sinker™ 
... Board Walk 
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Bright Future completed survey to: 
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MUTAZOIDS 


Mutazoids 2nd Editionis a post-holocaust role-playing game. It takes place 
in a dark future with political and racial overcast caused by governmental 
suppression of the mutant majority. Players create Enforcers - the futures 
equivalent to police officers who carry out laws passed by the cruel 
government known as the Second Republic. Mutazoids 2nd Edition con- 
tains 30 more pages than the original game. These pages include more 
information on secret political organizations, new equipment, a beginning 
scenario... plus a lot more! 





Mutazoids 2nd Edition Suggested Retail PLCO ....sscsssssssssessssesesese $14.95 


Check out other products in the MUTAZOID 2ND EDITION game line, including... 


CITY SOURCE BOOK 
BADLANDS 
MOST WANTED 
DISPUTED TERRITORIES 




















Mutazoids 2nd Edition is a trademark of WHIT Publications, Inc. Copyright © 1992. All Rights Reserved 


BITS WN’ 
PIECES 


Rumors, New Products, Etc. 


By Mark Arsenault 


elcome to my second Bits n’ 
W Pieces column. Things are mov- 
ing right along in the industry 
and I have a lot to talk about, so let’s get 


to it. 


Staff Members 


Lloyd Blankenship has left the employ 
of Steve Jackson Games, Inc., where he 
served as Managing Editor. Lloyd's duties 
will be assumed by Steve Jackson himself. 

“I'm going to seize this opportunity to 
go back to school full-time, finish my 
degree and look into post-graduate work,” 
Blankenship said, “while remaining in the 
industry as a freelancer.” 

Peter Hentges joins the America Online 
gaming collective as Atlas Games’ new 
online representative. Peter also is working 
on two relatively new gaming ‘zines (more 
on them later). Peter can be reached via 
e-mail at AGPeter@aol.com. 

Matt Anacleto has stepped down as 
Art Director for R. Talsorian Games. 
According to an unidentified RTG rep, 
“(Matt) has decided to give up his drive 
for self-destruction and limit himself to 
one full-time job. He has moved on and 
we wish him the best of luck.” Picking up 
the reins will be Mark Schumann, former- 
ly of Adobe. 

BattleTech developer Scott Jenkins 
left FASA Corporation not long ago (back 
in January). Brian Nystul, from Mayfair 
Games, is said to be continuing work on 
the line. 

Jonathan Tweet will be joining the 
ranks of Wizards of the Coast in late May. 
He assures us that he will continue to 
have his hands in Over The Edge, as well 
as doing freelance work. 

Brass Ring Productions (producers of 
SHADIS’ own Bright Future comic) has 
recently signed on a new artist by the 
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name of Jason Smith. According to BRP, 
Jason may be handling a full-blown 
Bright Future comic. Brass Ring hopes 
to have the comic ready for GENCON. 


Ars Purchasa 


It seems that a deal is being worked on 
between Wizards of the Coast and White 
Wolf Game Studio for the Pacific Coast 
game publishers to buy Ars Magica. No 
details at the time of this writing, but 
apparently WotC will obtain full rights to 
the game, with the exception of certain 
concepts of the “world of darkness,” 
which runs through the Storyteller series 
of games. Jonathan Tweet and Lisa 
Stevens, who have both been involved 
with the game in the past, will once again 
be working with the system, but this time 
as WotC employees. 


Street Fighting 


White Wolf Game Studio has recently 
announced that they acquired a license 
from Capcom to produce a new role-play- 
ing game - Street-Fighter II RPG! The 
game will feature character creation and 
combat systems which will simulate the 
fast-paced action of the video game, 
according to WW, and will be focused on 
a younger audience. 

The game will use a simplified version 
of the Storyteller system (with d10s, 
etc.), but will be supplemented with game 
cards. This is not a Storyteller series 
game and it will not exist in WW’s World 
of Darkness. 

The Street-Fighter II RPG will be in 
play-testing soon. The finished book will 
feature full-color pages with an estimated 
retail price of $20-25. 





Rapport No More 


Crunchy Frog Ent. is pulling the plug 
on its Rapport Games division. “We have 
decided after nine months... that it is time 
for it to end,” said CFE President Paul Lid- 
berg. I am assured by Paul, however, that 
Attack of the Humans will continue as a 
Crunchy Frog title and Morpheus may be 
taken over by his Nightshift Division. 


Going Fast 


FASA reports that their book, Elven 
Fire, which was previously reported as out 
of print, is again available in limited quan- 
tities. It seems some copies turned up dur- 
ing FASA’s most recent inventory. 


Gone, But Not Forgotten 


The Last Province, is no more. The 
word from Scotland is that they will no 
longer be publishing the magazine. Alas, 
another fine gaming mag leaves us. Some 
copies of The Last Province may be avail- 
able in stores. Collectors should buy them 
while they still can. 

According to GDW, their Dark Con- 
spiracy RPG core rulebook is now out of 
print. Further, GDW has no plans to 
release new support material for Dark 
Conspiracy in the near future. GDW does 
plan to do “something special with the 
game” down the road. 


Better Late Than Never 


FASA reports that the release date for 
CityTech 2nd Edition has been pushed 
back a few months due to delays in pro- 
ducing the plastic Mech figures that will 
be included in the boxed set. Look for 
CT2 in late April. 





83 


Bits.’ Pees). mmm a 


Special Editions 

Wizard’s Attic, a retailer of limited edi- 
tion books and a new Chaosium affiliate, 
has obtained the exclusive rights to a 
special Limited Edition Call of Cthulhu 
hardback. The interior is said to be 
different than the softcover, and it sells 
for $30. Also available is a Miskatonic 
Univ. sweatshirt ($30) and Dark Themes 
From Beyond, a role-player’s music col- 
lection on compact disc ($20). Contact 
Wizard’s Attic at PO Box 718, Hayward 
CA 94543-0718. 


New License News 

Certainly to be of interest to any fans 
of Magic: The Gathering, our polyhedral 
ninja spies tell us that Ragnarok Games 
has entered into a licensing agreement 
with Wizards of the Coast to produce a 
M:TG supplement based on Ragnarok’s 
Ysgarth world background. There will be 
over 300 cards in the set, which can be 
played independently or with the standard 
M:TG set. Expect a fall release. 

Tri Tac Systems has licensed its Bureau 
13 RPG to Microprose for an IBM interac- 
tive CRPG (computer role-playing game). 
Look for a demo of the game at midwest- 
ern sci-fi and gaming conventions. 

In addition, Tri Tac Systems has licensed 
Outpost Games in Atlanta to produce a 
ninety-two page adventure book entitled 
Screams in the Night. 


License Updates 


Word from Leading Edge Games is 
that their Predator 2 project is no more, 
having died a long time ago because of 
licensing problems. 

Meanwhile, my unnamed inside source 
at Atlas Games has told me that their first 
licensed Champions adventure will be 
entitled Dystopia. The forty-eight page 
project is being written by Chris Avellone, 
with Doug Shuler doing the cover. 

“It concerns a prison for super- 
villains,” said our source, “and thus brings 
back some villains from previous Cham- 
pions adventures.” 


Same Bat Channel... 


As you faithful readers know, last 
issue we reported that a bat ~ affectionately 
named “Edgar” by the staff - was discov- 
ered living in the Pagan Publishing head- 
quarters. Well, all is not as it seems, friends. 


“I have discovered that John Tynes 
is, in fact, Edgar the “friendly” bat,” said 
Dennis Detwiler in a recent online confes- 
sion. “Jeez, I figured if Tynes ever turned 
into anything it would be like a Byakhee 
or something.” 


’Zines-O-Plenty 

Several new gaming ‘zines have come 
to my attention as of late, so I thought I 
would let you in on the news. 

Redcap: News From the Order of 
Hermes is a relatively new ‘zine for Ars 
Magica fans. Redcap is edited and pub- 
lished by none other than Peter Hentges 
(I told you I'd get back to you about him). 
For those without conjuring spells handy, 
a sample copy can be had for $5 ($8 for 
foreign addresses). Subscriptions are $15 
($20 foreign). Peter asks that all pay- 
ments be in U.S. funds. You can write to 
Redcap at 1055 Southeast 26th Avenue, 
Minneapolis MN 55414-2641. 

Another fairly new ‘zine is Edgework, 
a quarterly ‘zine dedicated to Atlas Games’ 
Over The Edge RPG. Coincidentally, 
Edgework will be a joint effort between 
Atlas Games and Peter Hentges. Copies 
will be available in stores, beginning in 
duly, at a $5.95 cover price, but yearly 
subscriptions are available direct from 
Atlas Games for $20. 

“Edgework is going to be really 
groovy,” said Atlas Games President John 
Nephew. “Everyone but squids will buy it! 
Help yourself to more Glaenfiddich. On 
me.” For more info write to Edgework 
c/o Atlas Games, PO Box 406, Northfield 
MN 55057. 

Another magazine new to the fold is 
Codex. Codex is a new quarterly gaming 
magazine for RuneQuest and Glorantha 
fans published by Mike Dawson. Single 
issues will be $4.50, postage paid. Sub- 
missions are welcomed. For subscription 
and other info, write to: Codex, PO Box 
9286-0286, Richmond VA 23227. You 
can also contact Mike via the Internet at 
CodexZine@aol.com. 

In the last issue, I neglected to mention 
an interesting publication I had received — 
Cons Unlimited. It’s a newspaper-style 
publication published quarterly by Andon 
Unlimited, the folks who bring you 
Origins. It is a free - yes, free — publica- 
tion and the publisher will send copies to 
distribute to your con. All you have to do is 
write and request them. Cons Unlimited is 


dedicated to info about conventions, with 
articles, con reviews, classifieds and so on. 
You can contact them at: PO Box 142, 
Kent OH 44240; or call (216) 673-1887. 
The Role-Player’s Notebook is a new 
general RPG fanzine published by Jason 
Anthony Guy. RPN will be published bi- 
monthly at a subscription price of $12 
per year. You can obtain a sample copy 
for only $2. Write to: 68 Van Reypen 
Street #309, Jersey City NJ 07306. AOL 
members can contact Jason at SABLE69; 
Internet users at Sable69@aol.com. 


Saive Europe! 

Lou Prosperi broke down under inter- 
rogation by our own mascot, Shad, and 
admitted that Barsaive is, in fact, eastern 
Europe. He went on to acknowledge that 
the Death’s Sea is the Black Sea and 
that the Aras Sea is the Caspian Sea. 
Before Shad could return him to his cell, 
however, Lou told us that Thera is truly in 
the Mediterranean. 

We were confident that he had told us 
everything, but were proven wrong as he 
continued to spill his guts on the way to 
the dungeon. He told us that the distance 
from Parlainth to Thera is roughly a 
radius of the Theran Empire (which we 
take to mean that it is big). By this time 
Shad was thoroughly tired of Lou’s ram- 
blings, so he released the game designer 
to wander back to his den at FASA. 

Shad has been thoroughly scolded for 
his actions. Indeed, I never got to ask 
Lou why there are no artifacts from the 
4th World! 


Rumor Control: New Games 


Keep your eye open for a new game 
from West End Games due this summer 
called BloodShadows. 

“BloodShadows is a sort of pulp fan- 
tasy,” said WEG rep Ed Stark, “but not a 
fantasy like you've seen a lot of before. 
“Magic replaces tech and tech replaces 
magic, where appropriate. Characters 
can be just about any sapient species. 
Even the undead aren’t verboten.” 

The BloodShadows game system will 
be similar to that of Torg, West End’s 
multi-genre RPG, and it draws some inspi- 
ation from the film, Cast a Deadly Spell. 

West End Games has also reportedly 
received an exclusive license from Lucas 
Films to produce a brand new Indiana 
Jones RPG. The game system will be the 
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same system used in BloodShadows. 
Both games will be unveiled at this 
year’s GENCON. 

After the release of their new Lost 
Souls sourcebook, Cemetery Plots, the 
Marquee Press staff will be hard at work 
on a new role-playing game called Khaot- 
ic! According to an insider at Marquee 
Press, “Khaotic! is dark, dangerous and 
deviant - what every role-player is looking 
for! Like Lost Souls, it is truly unique 
and will be the first of its kind when it hits 
the shelves.” 

Ragnarok Games has two new card 
games coming out this spring. One, ten- 
tatively titled B-Movie Mayhem, is the 
new edition of Suburban Slasher. The 
other is a new Arthurian card game called 
Quest for the Grail. 


Rumor Control: Old Games 


Steve Peterson of Hero Games has 
informed me that the Champions com- 
puter game is still under development, and 
that they will not issue a release date until 
it (the release date) is only a few weeks 
away. Keep holding your breath, folks. 

It seems that Mayfair Games Inc. has 
decided to stop supporting Chill, MGI's 
horror RPG. While Mayfair will retain 
rights to the game, don’t look for any 
new sourcebooks or adventures. 

As if that weren't enough from the 
rumor front, | have learned from a rea- 
sonably reliable source that Hot Tub 
Dragon is getting ready to release a new 
edition of its comedy/science/fantasy 
RPG, Gatecrasher. 


Miscellaneous Rumors 

Speaking of GURPS (was 1?), I hear 
that veteran GURPS writer, C. J. Carella, 
will be writing a new campaign book set 
in a dark, magic world where voodoo 
spirits exist and influence worldly affairs. 

There is a rumor of a potential deal in 
the works between Games Workshop and 
Atlas Games, involving Warhammer Fan- 
tasy Role-playing Game. Our sources 
also say that Ken Rolston is involved. The 
entire matter is tentative, however. More 
details as they are revealed. 

There is a sequel to Mekton: Opera- 
tion Rimfire in the works at R. Talsorian 
Games, as well as a new edition of the 
Mekton rules. 

A new product from Mayfair Games 
called Iron Dragon is in the play-test 
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stage. More information on this item as 
it’s available. 


Hollywood Connection 


The third Batman film is said to be 
produced by Tim Burton and directed by 
Joel Schumaker (The Lost Boys, Falling 
Down). The role of the Riddler is said to 
be played by Robin Williams, who will 
reportedly receive a $12 million salary! 
Maybe he won't need to dress up as an 
old woman for money anymore. 


SHADIS Goes Hungarian 


SHADIS has worked out an article 
exchange deal with Biborhold, a Hungar- 
ian fantasy and RPG magazine published 
by Odin Bt. 

Biborhold editor, Nadori Gérgély 
recently contacted SHADIS about trans- 
lating numerous articles from SHADIS 
into Hungarian. In exchange, SHADIS 
will be allowed to reprint several articles 
translated from Hungarian that appeared 
in Biborhold. This friendly exchange will 
allow SHADIS to present a side of the 
role-playing community that American 
readers have rarely had the privilege to 
encounter. We will have more informa- 
tion on this exchange in the next issue. 


Alderac Entertainment Group 
Announces New Publication 


Fans of the Alderac Anthology series 
were disappointed to leam that the fiction 
was dropped from SHADIS in favor of 
expanding game coverage. At the time, 
we promised that a sister publication 
would pick up the series and would be 
devoted entirely to the Anthology and 
related articles. 

The Alderac Anthology™ will be a quar- 
terly magazine, with a full-color cover and 
will hit the stands May 1, 1994. Brass 
Ring is producing a mini-comic series that 
will run along side the fiction. Once again, 
Scav Sagenthor, Graytar and the rest of 
your favorite characters will return. Besides 
a tentative comic book by Brass Ring, 
AEG is also negotiating with Goldtree 
Enterprises on a licensed Alderac product 
which would be designed under Goldtree’s 
revolutionary Kingspoint™ system. 


Waste ’em With My Crossbow 


Go figure! With all the hard work we 
put into each issue of SHADIS what are 
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our readers telling us? “Send more Knights 
of the Dinner Table!” 

Apparently, the comic strip has struck a 
cord with gamers. Creator Jolly R. Black- 
bum has found the whole thing very amus- 
ing. “In the early days,” explains Jolly, “I 
just knew I wanted a comic strip in the 
back of SHADIS. Unfortunately, I couldn’t 
find anyone to shoulder the task. As a last 
resort I sat down and drew up these obnox- 
ious characters based on one of the first 
gaming groups | was involved with. 
Knights was never supposed to survive. I 
kept killing it and the letters of protest 
would pour in, so I would reluctantly do 
‘one more’ strip.” 

In response to reader demand, Alderac 
Entertainment Group is proud to announce 
that Knights of the Dinner Table: Not 
Ready For Syndication will be released in 
May. The new release is scheduled to be a 
thirty-two page comic book which will trace 
the history of the group. This is not just a 
collection of the published strips — the bulk 
of the book will be new adventures. There 
are rumors that the group will even leave 
the dinner table for outings to the local 
game store, live action role-playing, and 
even an overland adventure to GaryCon. 

There will be a limited press run of 
3,000 issues, so this book is destined to be 
a collectors item. Advanced orders will be 
taken in April. 


A Vampire Slayer’s Dream 
Come True 


An unidentified telephone bidder paid 
$12,000 to Sotheby’s auction house in 
New York City for an authentic vampire 
killing kit, the perfect gift for the vampire 
slayer in your life. 

The kit, constructed about 150 years 
ago, includes a 32” long mahogany case 
that holds an ivory-mounted crucifix with 
a concealed pistol, a bottle of garlic pow- 
der, a telescope designed to detect air- 
borne vampires, a Bible, a wooden stake, 
a mallet, and a mold to make your own 
silver bullets. 


Exit, Stage Left 

Pierre Boulle, french author of the best 
selling novels Bridge Over River Kwai and 
Planet of the Apes, passed away February 
2, 1994. Mr. Boulle, who died in Paris at 
the age of 81, led a very colorful life. 
Among other things, Boulle was a French 
Resistance fighter, a secret agent, and a 
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soldier who fought in Burma, China during 
World War II where he was captured by the 
Japanese. He later escaped and returned 
to France until the end of the war. 


A Hero Passes 

dack Kirby passed away February 6, 
1994, at the age of 76 in Thousand 
Oaks, California. The pioneer of comic 
book superheros helped recreate comic 
books for a new generation of readers. 

Kirby, who helped create such comic 
book classics as X-Men, Silver Surfer, 
Fantastic Four and The Incredible Hulk, 
died at his home of heart failure. 

Kirby was one of the artists credited 
with reinventing superheros during the 
late 1950s and 1960s, by portraying 
them with human characteristics. 

Also under Kirby's influence, tradition- 
ally short storylines developed into the 
issue-length format of the contemporary 
comic book. 


Magic: The Gathering™ 
Card Tampering Reported 


Apparently WotC is investigating 
Magic: The Gathering card tampering. 
What are supposed to be unopened decks 
of MTG cards are arriving at distributors 
having obviously been tampered with. It 
has been found that numerous decks have 
been opened, the rare cards removed, and 
the decks re-shrinkwrapped and shipped 
to the distributors, It is a mystery where 
the tampering is taking place, but it 

appears to be somewhere between depar- 
~ ture from the factory, and arrival at the 
distributors. WotC is aggressively address- 
ing the problem, going as far as having 
the shrinkwrap analyzed for any clues that 
would lead to the perpetrators. They are 
also working with the printers to develop a 
method of shrinkwrapping the decks so 
that tampering will be readily detected. 

WotC is working hard to eradicate the 
problem and it should be noted that 
blame is not being pointed at local game 
store owners or their distributors. If any- 
one has information regarding this matter 
they should contact Peter Adkison at 
WotC (206) 624-0933. 


Late Breaking News 


Black Dragon Press has announced 
that they have set up a BBS supporting 
their products. The number is (303) 988- 


1265. They have also released a newslet- 
ter which supports their role-playing 
game, Darkurthe Legends. The newslet- 
ter presents new spells and monsters, as 
well as a Q&A section. You can get your 
hands on a copy for $2.00. 

While we are on the subject, BPD has 
moved their offices. Their new address is 
Black Dragon Press, PO Box 362, Logan 
UT 84323-0362. 


What’s Ahead 


Once again, here is a list of new prod- 
ucts scheduled for release in the next two 
months. As before, this list does not rep- 
resent every game, but rather those of 
which I was aware at press time. Product 
prices are listed when known. Abbrevia- 
tions represent the game system associat- 
ed with the product. 


March ’94 


Atlas Games 

Friend or Foe? (OTE, $10.95) 

Northwest Passage (CP, $10) 

Chaosium 

Ye Book of Monstres (CoC, $10.95) 

The Occult (CoC, $14.95) 

Crunchy Frog Ent. 

Work in Progress (Paranoia, $11.95) 

Critter Commandos Guide to 
Desert War ($7.95) 

FASA 

Terror in the Skies ($10) 

BattleTech Tactical Handbook 
($15) 

Fields of Fire ($15) 

Fade to Black (SR fiction, $4.99) 

LCE. 

Grand Campaign (SW) 

Margee Press 

Cemetery Plots (LS, $14.95) 

Palladium Books 

Rifts Conversion Book Two: 
Pantheons of the Megaverse 
($15.95) 

R. Talsorian Games 

Rough Guide To The U.K. (CP, $12) 

EcoFront (CP, $10) 

TSR, INC. 

Fighter’s Challenge II 

Age of Heroes 

Elves of Evermeet (FR) 

The Complete Sha’ir’s Handbook 


(AQ) 
Adam’s Wrath (RL) 








West End Games 
The Last Command Sourcebook (SW) 
Galaxy Guide 6: 

Tramp Freighters (SW) 


April ’94 


Chaosium 

King of Chicago (CoC, $18.95) 

Atlas of the Young Kingdoms 
(Elric, $18.95) 

FASA 

Paradise Lost (SR, $10) 

Denizens of Earthdawn Vol I ($18) 

CityTech Second Edition ($25) 

D.R.T. (BT fiction, $4.99) 

Pagan Publishing 

The Golden Dawn (Gaslight, 
$18.95) 

Sage Lore Productions 

Dens of Iniquity ($6.95) 

TSR, INC. 

First Quest (Audio CD game) 

The Complete Book 
of Villains (AD&D) 

Forest Maker (DS) 

Planescape Campaign Book 

West End Games 

Rebel Sourcebook (SW) 

Clerics Sourcebook (Torg) 

Tech Book: Ships (SZ) 

Hell’s Feast (BloodShadows fiction) 

Wizards of the Coast 

Legends: 300 new cards for the 
Magic: The Gathering series 


Spring '94 (Unk Month) 


Crunchy Frog Ent. 
Star Corps Technical Briefing - 
2197 ($5.95) 
Conrad Hilton to the Rescue! 
$4.95) 


Metropolis Ltd. 

Black Madonna ($24.95) 

Taroticum ($12.95) 

Palladium Books 

Mechanoid Space - The Galaxy 
Chronicles ($19.95) 

Lazlo Agency — Beyond the Super- 
natural ( 11.95). 

R. Talsorian Games 

Solo of Fortune #2 (CP) 

Zeta 


TSR INC. 

Wild Space 

West End Games 

Galaxy Guide 4: Aliens (SW) 

Wizards of the Coast 

The Dark (tentative title) 
A new set of 100 cards for 
Magic: The Gathering 
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THE MARKET 


The Market Platz is a meet- 
ing place where readers pass 
along information, barter, trade 
and gossip. Readers are invited 
to place classified ads, announce 
group meetings, seek out other 
players, etc. 

‘Subscribers may place classi- 
fied ads free of charge with a 
limit of one ad per issue and a 
maximum of twenty-five words. 
Non-subscribers can place ads 
for 25¢ per word with a limit of 
twenty-five words. 

Convention announcements, 
group meetings and public ser- 
vice notices can be placed free 
of charge. 

Ads will be placed on a first- 
come-first-served basis, with 
subscribers having priority. 


Wanted Limited Magic: The 
Gathering Cards for trade 
Howard Dawson, 938 Hamp- 
ton Road,Grosse Pointe, MI 
48236 (313) 885-0705 


Muffin, 
Good luck on the job hunt. 
Break out those sunglasses and 
suntan lotion. Maybe you're 
headin’ back to the beach at 
last! Hang in there! 

Pooh 
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WANTED 
Reviewers, writers & artists. 
Send SASE for Writers’ and 
Artists’ Guidelines to SHADIS, 
17880 Graystone Ave. #203, 
Chino Hills CA 91709. 


Edith, 

I know all about Rupert. You're 

so vain! I bet you think this clas- 

sified is about you, don't you? 
Felix 


Cyber-Kristy, 
You're a 8.5 on the Richter 
Scale! And those after shocks!! 
Meet you for some looser-pizza 
at the park bench 

JRB 


Mary Luann, 
I'm not like the other guys. 


Joann, 

Is that you? Not only did Jolly 

give you the peanut butter guy, 

but if Jolly were a man, he'd be 

the peanut butter guy. Therefore, 

Jolly has given himself to you. 
Kristine 


SHADIS is not responsible for 
the accuracy of the convention 
information posted in the 
Market Platz. Please call or 
write the convention for updates 
and cancellations before making 
plans to attend. 





Atomicon '94 
March 25-27, 1994 
2635 Laguna Drive 

Idaho Falls, ID 83404 


CoastCon XVII 
March 25-27, 1994 
PO Box 1423 
Biloxi, MS 39533 


Day of Con-Flict 
March 19, 1994 

1250 North 68th Street #206 

Wautwatosa, WI 53213-2896 


Game Faire '94 
April 22-24, 1994 
N 1 Browne 
Spokane, WA 99201 
(509) 624-0957 





Magnum Opus Con IX 
Hyatt Regency 
Greenville, SC 


Mid-South Con 13 
Best Western Airport Hotel 
PO Box 22749 
Memphis, TN 38122 


RueCon IV 
March 18-19, 1994 
Parson's Union Building 
Lock Haven University 
Lock Haven, PA 17745 


SimCon XVI 
Rochester's River Campus 
c/o URSGA, CPU Cox 27726 
River Station 
Rochester, NY 14627 





Gamestores 


Promote your game store. 
SHADIS will be expanding its 
Game Store Directory. Listings 
cost $50.00 for three issues. 
Each listing will measure 
13/4"x3/4". Contact John 
Zinser at (909) 371-7336 for 


further information. 


Complete Strategist 
11 East 33rd Street 
New York, NY 10016 
(212) 685-3880 


Crazy Egor’s 
3047 West Henrietta Road 
Rochester, NY 
(716) 427-2190 


Dragon's Den 

43 Greenwich Avenue 

Greenwich, CT 06830 
(203) 622-1171 


Game Preserve 
8701 Keystone Crossing 
Indianapolis, IN 46240 
(317) 571-9110 





Xeno’s 
6677 103rd Street 
Jacksonville, FL 32210 
(904) 777-9366 





MARKET PLATZ MAIL ORDER 


SHADIS T-SHIRTS 


So" JOE GENERO 


TOO! 
BLACK & WHITE BLACK & WHITE 
$11.95 $14.95 


PLEASE SPECIFY SIZE (L, XL OR XXL) * ALL DESIGNS ARE PRINTED ON WHITE T-SHIRTS. 











BUTTONS 





MOOI 





IRRITATE YOUR FRIENDS 
110Z. WHITE HAND-CRAFTED, 4"X5" DICE BAGS. SCREENED AND FAMILY WITH AN 
CERAMIC MUGS DESIGNS. SATIN OR VALOUR. MANY COLORS. OFFICIAL SHADIS BUTTON! 

$5.00. $5.00 $2.00 





CALL (909) 597-6906 TO PLACE YOUR ORDER 
OR SEND CHECK OR MONEY ORDER TO: 
SHADIS-MAIL ORDER 17880 GRAYSTONE AVENUE #203 CHINO HILLS CA 91709 
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Next Issue: MUTA 


Check out our 
subscription special 
wit on page 5 of 
this issue! 


Escape from 
Bowmar™ 


An adventure for the Bowmar Island 
prison campaign setting. 


Lame Bear Gate™ 


The Alderac Anthology™ retums 
with an exiting new story. 


Bad Company 

A system for creating cronies for 
player-characters who run on the 
wrong side of the law. 


Beyond the Door 


The art of horror role-playing. 


OmniMart 


An adventure for Over the Edge™. 


Origins 94 
Special Insert 

A 16-page pre-registration package 
and events listing for the country’s 
premiere gaming convention. 


And more!! 





AS YOU LISTEN AT THE DOOR, YOU 
HEAR TWO VOICES TALKING. 
BRIAN, YOUR CHARACTER 
DETERMINES THE LANGUAGE IS 
DEMON-SPAWN. QUICK! WHAT ARE 


YOU DIDNT HAVE THAT 
LAST WEEK. 


SAY WHAT? WHAT'S UP WITH THAT? 


WHERE IN THE HELL 
DID YOU GET THAT? 


GUYS, KEEP IN MIND WE ARE PLAYING 
UNDER "CHARACTER-KNOWLEDGE” RULES. 
YOU DON'T NECESSARILY KNOW 
EVERYTHING THAT GOES ON. 
BRIAN'S CHARACTER DOES HAVE THE RING. 

F SO LET'S DROP IT 


— 

OH, | SEE. IT WASN'T JUST ANY 
OLD THIEF THAT PICKED MY POCKET! 
IT WAS A SLIMEY, TWO-FACED, 
BACK-STABBIN’ THIEF NAMED BRIANI! 
COME ON - CONFESS! YOU TOOK 
MY RING DIDN'T YOU, YA BIG CREEP! 


TAKE A REALITY PILL, HUH 
DAVE? MY CHARACTER IS A 
THIEF AND HE'S EVIL. 


THIS IS A SERIOUS BREACH OF THE BOND 
BETWEEN SEASONED ADENTURER 'S BRIAN. 
GIVE DAVE THE RING BACK! 


UH, UM, ER, 
| FOUND IT. 
WHAT'S THE BIG 


''M SLIPPING ON 


TM LOADIN' MY CROSS BOW MY COMBINATION 


AS DAVE KICKS THE DOOR IN. 
INVISIBILITY - DEMON 
THEN I'M GONNA WASTE THEM. ‘SPAWN RING OF 


BEFORE | KICK THE DOOR IN, SLAYING, 


HE FOUND IT? 
WHERE WERE WE? 
| DUNNO. 
BUT | USED TO HAVE A RING 
UKE THAT REMEMBER? 
IT WAS STOLEN IN THAT 
BAR BY A PICK-POCKET. 


LOOK DAVE. AS FAR AS YOUR CHARACTER 
IS CONCERNED, HE DOESN'T EVEN KNOW 
BRIAN'S CHARACTER HAS A RING. 

‘SO YOU CAN'T ACT UPON THAT KNOWLEDGE. 


THE MOST DANGEROUS MONSTER IN ANY GM'S 
ARSENAL - THE PLAYER CHARACTER. 








Tne Gatherins’ 


Legends 


Like any other world, Dominia has its Legends. In this new 
expansion you'll meet Johan, Gabriel Angelfire, Sivitri Scarzam, 
Hunding, and many more. As you delve into Dominia’s mythology, 
you'll discover over 300 new spells, potent artifacts, and creatures 

| with the power to Defy Death. So enter the world of Legends, and 
join these heroes in the struggle for Dominia. 














P.O. Box 707 Renton, WA 98057-0707 
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Tab Paying ime cr for the Game Muster & Fully Developed Fantasy City 
KINGSPOINT; 
THE SOFTWARE . AY 


Requirements Diedes F ‘ AVAILABLE 
Oy oot a a | ADD ONS: 
ve - 


Q \\ MMM bate yt 7 


All Orders MUST be paid in US funds drawn from a US Bank 


Name. Phone. 


3 U V) <i Address, City. State. 


CashO] Check] Money Order] 

GT2001 KINGSPOINT Ver 2.0 $49.95 
ADD ONS (Add ons require Kingspoint ver 2.0) 
GT2202 The Dark Tower $24.95 


Zip 


= 


GT1101 Buildings vol. 1 $1495 _ GOLDTREE ENTERPRISES 
GT1201 Characters vol. 1 $14.95 3401 Ridgelake Drive, 


Shipping and handling (8.00 International) $5.00 
All domestic orders shipped UPS TOTAL 


Sui 
Metairie, aw 0002 





